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Everyone at BradyGames is excited and 
proud to bring you the Dragon Quest 
Vill: Journey of the Cursed King 
official strategy guide. This book is 
different from our other publications. 
Working closely with the developers of i, 
Dragon Quest and the staff at Square-Enix, we 
have created a reference manual for the game ‘“s 
designed in part by the game makers themselves. ty 
Together, we wanted to guarantee that players could ig 
tf 
ff 
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fully enjoy the intense experience of a Dragon Quest 

game, without losing any of the suspense or surprises. 

Our intent is for the atlas to suggest the path of exploration, 
revealing a plethora of possibilities among the hills and 
valleys of this awe-inspiring world. What happens thereafter 
remains in your capable hands. 


An atlas is a bound collection of maps with supplementary illustrations and analyses. Therefore, the 
brief area descriptions in the “Atlas” chapter are designed to lead you right up to the point where 
the story begins, allowing you to take it from there. With our help, and by paying dose attention 

to the words of the characters you meet in the game, there should be no point at which you 

start to feel lost. The walkthrough isn’t written in the typical handholding manner you 

may have come to expect. Don't worry, plenty of information is provided in the correct 

order to help players find items and figure out whom to speak with to get the 

proverbial ball rolling in each new location 


The side chapters are full of information regarding items and monsters, 
but don't overlook the “Game Basics” chapter. it should be noted, 
though, that some of the reference material (such as certain 

monsters and items) have not been included to avoid 

spoiling one of the game's biggest surprises. 


Furthermore, in our quest to avoid spoilers, we 
have left out some information concerning 

the secrets revealed near the end of the 

game. Suffice it to say, once you think 

you've finished Dragon Quest Vill, save 

your game and keep on playing! 
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The Hero is a versatile character who can be developed in many ways. Although he is a strong fighter, 
he may be used primarily as @ healer early on in the game. Angelo will take over this role later, but 
you should continue to develop the Hero's healing abilities. Since the Hero is your second-most resilient 
character, he’ often survive attocks thot kill Angelo, and may be the only character capable of saving a 
weakened party. To give him more healing options, spend some skill points on Courage. 


In addition to his defensive spells and offensive might, the Hero has o special friend thet goes by the 
name of Munchie. As you find and make vorious cheeses, put them in the Hero's inventory and feed them 
to Munchie in combat to unleash powerful spell effects. These effects are primarily useful against groups 
of enemies. 
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Yangus’s greatest strength is his incredible fortitude. He has the highest HP, the most resilience, and 
access to some of the best armour. This makes Yangus an ideal choice for your party's top spot, where he 
con soak up the most enemy attacks. Devastoting spells may often leave anly Yangus standing, so make 
sure he’s carrying o variety of recovery items that can heip your perty recover. 


Although Yangus hes many strengths, wisdom and agility are not among them. When choosing a skill 
set factor in the MP costs of the various skills since Yangus has holf the MP of Angelo and the Hero. To 
compensate for this shortcoming, give Yongus lots of seeds of magic. You may want to evoid giving him 
seeds of agility, though. Unless you focus on fisticuffs, Yangus will always go last in combat 














or 


oe 
ast . f, - oe 
payee 

















praspeet af stealing re ens fam foes ay 
ade one ohare wth be Se Se os 






12 POINTS: Basic 
iu +S attack pre tne a with a 


oe 












< Junior real 
os rcpt eshte neers 
scythe that t can instantly kill one or more foes 


‘60 POINTS: Sickle-son 
















Meese ext BF ey econ 













4 POINTS: Soft-hearted 
SPELL = WHISTLE: Summons monsters with a 
SS ee 

















TRAIT increased chence of critical it with ‘pails Ga hearantcsube loka 10 POINTS: Kind-hearted 
TRAIT, +5 attack power when unarmed. Ec 
SPELL = HEAL: Restores at least 30 HP to a 
70 POINTS: Renowned POINTS: Streetfighter 
‘AMLITY = STAINLESS STEAL SICKLE: ' TEAT-cWoaeiywhen named u 
ae ABIITY = HNUGKLE SANOWNC A 











, 80 POINTS: Demon 









































TRAIT. o25 atch power when equipped ih — INTIS: Sentimental 

$e eee IBPOIMS:Loc amp save TSR hideous ble cy tat 

90 POINTS: Reaper lord poner lpi ti Cece he are Maeses 2-OuN 

_ ABILITY = GRIMMER REAPER: The aura of 32 POINTS: 

_ Death incarnate annihilates the living and TEA ea otek oe SPELL = SHARE MAGIC: Shares some of your 
TRAIT: « fehl Gee - MP with anal 

“100 POINTS: Death's 33 POINTS: National contender 42 POINTS: Confidant 

ABILITY = BIG BAN Se eens colin SPELL = PADFOOT: A secret technique SPELL = KABUFF: Raises the defence of all party 

that consumes everything in its path. for disguising your presence so as to avoid members. 
















} 55 POINTS: 
2 FOWITS: Neonal chart ~~ ABILITY 5 UNDERPANTS DANCE: Poralyses al 
vacuurn-vortex that slices all enemies to ribbons. Sees ih sehen 


68 POINTS: 
SPELL e BISDTIERL: estores atleast 75 HP bo 8 
























60 POINTS: Continental champ 2 
ABILITY = MULTIFISTS: A vicous four-it strike single ally. 4 
onarandom enemy. 0 
82 POINTS: F 
77 POINTS: World champion Spe = Keri Sacrifice your own fifeto ff - 
100 POINTS: enna tiaoa 
ABILITY = BO TOSS: Showers all ABILITY = GOLDEN OLDIES: A multi-hit battle ¥ 
royale from King Trode and friends, 0 


‘(f 








is os 





> a iy nuh nace 





i 1 £ ; 
~ 2 ‘Jed = -~ 





Jessica és perhaps your party’s most powerful character and the focal point of your offensive line. Not 
only are her spells devostating, but her melee attocks pack quite a surprising punch as well 


Jessica has occess to some excellent abilities, but o fot of her most potent attacking options can be found 
in her standard spell ist. Highlights include the field-clearing Bang series of spells, and Oomph, which can 
turn anyone into a monster-smashing machine. For all her might, keeping Jessica alive is a full-time job 
due to her low HP. Whenever you acquire new armour, accessories, or seeds of defence, consider giving 
them to Jessica. 
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Early in the gome, Angelo is a jock-of-all-trades with decent combat abilities and a wide variety of useful 
spells (Kabuff and Thwack are among the highlights). Later in the game, a natural talent for healing will 
become Angelo’s defining trait, as he can learn spells like Multiheal and Kazing 


What Angelo does when he isn’t healing és up to you. You can pursue staves to focus on spell casting 
swords to become a force in melee combat, or bows for versatility. Whichever you choose, commit to it 
eorly as Angelo receives skull points at @ much slower rate thon any other character! 
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Dragon Quest Vill: Journey of the Cursed King's a role-playing game (RPG) that 
takes place in a world dominated by monsters and magic. The objective is to lead a group 
of characters, known as "the party,” on 2 quest to overcome the great evil that threatens the land. Achieve 
this objective by exploring the world, including all of the towns, castles, dungeons, and wilderness areas. Speak 

to the tavmspeople, merchants, cergymen, politidans, and kings who populate the aties and villages to fear about 
the world, and to gamer clues as to where the party needs to travel next and what challenges fre ahead. 








All that stands between the party and their peaceful goal is an infinite number of monsters and beasts. in 
Order to survive encounters with these ravening hordes, the party must be equipped with the best weapons, 
armour, and accessories available. You can acquire useful items and armour by searching every location 

thoroughly, defeating terrible foes, or purchasing the goods from a merchant 


Each victory makes the characters stronger, and soon they will learn powerful new skills. If the party can survive 


encounter after encounter and explore their surroundings, they just might save the world from domination by the forces 
of evil. Against such overwhelming odds, that would be quite an accomplishment! 
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After inserting the Dragon Quest Vili Any time you want to stop playing, return to the nearest church and speak to 

disc into the PlayStation 2 console, wait the priest or nun standing at the altar. Priests offer many services, some of which 
for the opening demo to finish and require monetary donations. To record your progress to a memory card inserted 
then choose one of the starting options. into the PlayStation 2 console, choose the “Confession (Seve)" option. Then select 
if you've never played before, select a memory card slot and a file location in which to save. If you choose a file location 
"Create a new adventure log.” Make that already contains save data, the priest or nun then asks if you want to overvrrite 
sure that a memory card is plugged into the data. Select “Yes” or “No” to indicate your preference, or select a blank file to 
one of the two slots on the PlayStation 2 Create a new adventure log 





console before starting 


Enter a name for the adventure log file 


to be created. This name will also be the 
name of the main character, referred to 
as the Hero throughout this guide. You 
can choose any name you like, as long 
as it’s not the sort that will interfere with 
the gameplay. 





When you've entered a name for the Hero, choose “End.” Select a memory card 
slot in which to save your game file. You can put up to 30 saves on a memory 
card. Choose an empty file and press the @ button to complete the adventure log 


Geation sequence 





Once you've created an adventure log, you can continue where you left off by 
choosing the "Continue your adventure” option from the start menu. Select a 
memory card inserted into MEMORY CARD slot 1 or stot 2, then choose the file 
that contains the game you would like to load up. Usually, the cursor automatically 





points to the most recent saved game 
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‘Cancel, return to previous menu 
Exit Mena, Exit from Battle Records to Main Menu 
applicable 






dimb 
Skip messages, cancel out of options screen, disembark 
ship, dismount sabrecat, land godbird 

View Map 

Speak to party members 





















B® 
Cancel, return to previous menu ® 
Exit Menu, Exit from Battle Records to Main Menu 






View each character's inventory and items /n the Bag. 
Change the characters’ equipment. 

Use heating items or cast healing spells between battles. 

Use important items that summon sabrecats or transform the 
party inte the fying Godbird (when available). 

Read important notes and recipes. 

View the statas and attribetes, including magic. spells and 
abilities, of eack party member, 

Change a character's battle tactics. 
Change the party lineap. 

Chonge screen, sound, and camera settings. 
Open the Battle Records menu. 

Open the alchemy pot meav (when available). 
Open the Monster Team menu (when avoilable). 











Alter the opening scenes, press the 
@ button to open the main menu 


The main menu is divided into four tres: Pacem 
pages indicated by the four menu tabs . — 


on the top (Items, Magic, Attributes, The first page of the main menu is the Items page, displaying all of the items held 








and Misc.), and you switch pages by by each character and extra items contained in the Bag. The party's total amount of 
pressing the Rt or L1 buttons or left or gold coins is shown in the lower-right 
right on the directional button. Enter corner of this screen. 
the chosen page by pressing the @ 
or @ button, Open the main menu Press the @ or @ button while viewing 
whenever you want to perform one of the items page to move the cursor to the 
the following actions: first character in the party's lineup. Then 
move the cursor to the character whose 





items you want to view, or to the Bag. 






& Tener withthe ers in 0 Certain spells can be used in battle, 





character's possession, move the but some can only be used outside of 
‘cursor and select that character. Then battle in the field. The second page of 
move the cursor to the desired item the menu screen allows you to cast 
and press the @ button to bring up the spells that can be used in the fied. 
popup item option. The help window at These include healing or status ailment- 
the bottom of the item screen displays ss curing spelis, protective spelts, and 
the description of selected items. Each teleport spells that allow the party to 
character can carry up to 12 items. The : escape from a dungeon or retum to 
items in a character's inventory are the a previously visited town. Open this 
only items that can be accessed in battle. menu screen and use the characters’ 
es spelis to prepare for upcoming batties. 
Artrigutes) Pace 


The Attributes page of the menu screen allows you to view alll of the statistics 
regarding a character's combat skills and abilities. Highlight a character with the 
Cursor, and press © or @ to access their attribute pages on the right of the screen. 
Move the directional button or the left analog stick to the right or left to scroll 
through the pages. The pages are displayed in the following order: Equipment and 
Attributes, Field Magic, Battle Spells, Battle Abilities, and Traits, 


When the Field Magic, Battle Spells, and Battle Abilities pages are displayed, press 
® or @ to make the cursor appear. Use the cursor to highlight spells and skills, and 
Tead their descriptions at the bottom of the screen. It's 2 good idea to know the 
function of a spell or ability before attempting to use it in battle! 





POPUP ITEM OPTIONS 
Move the cursor to any item in a 
character's inventory, or in the Bag, 
and press @ or ® to bring up the 
popup item options. 






The fourth page of the main menu allows 
you to perform a variety of actions. 
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While King Trode accompanies the heroes on their journey, he keeps a log of 
everything they experience. Trode records data on enemies defeated, items 
handled, and alchemy pot recipes collected. View this information in the Battle 
Records menu, 


The main page of the Battle Record displays the log overview, including statistics 
such as the distance travelled, the battles fought and won, and other facts regarding 
your adventure. Choose one of the three options to view one of 

Trode’s collected volumes. 
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Monster List. Various statistics are listed for each monster, such as Experience 
Points (EXP) and gold coins (Gold) acquired when the monster is defeated, the 
number defeated thus far, and any items it’s dropped. Items must be dropped by 
the creature at the end of the battle in order to be added to the Defeated Monster 
List. The monster's main habitats are also listed. 








Every item obtained by the party, 
irrespective of whether it’s still in your 
possession, is added to King Trode’s 
Collected item List. Items and their 
descriptions may be viewed all at once, 
in order by type, or by individual type, 
This menu is handy if you're shopping 
and want to purchase something 

you used to own, but cannot quite 
remember its function, 


As the heroes Sar aT King Trode eventually decides to 


reestablish the ancient practice of combining items to form new ones in a device 
called an alchemy pot. The combination of two or more items is called a recipe. All 
of the alchemy recipes that the heroes successfully combine, read about in books, 
or hear rumors of are collected and catalogued in King Trode’s Alchemy Recipe 
Book. This book is viewable both from the Battle Records menu and the Alchemy 
Pot menu. 





Recipes can be viewed ail at once, or according to the type of resultant item. It's 
also possible to view only those recipes that have been heard of or hinted at, but 
haven't been used to create an item. 


If the resulting item or the ingredient is a known item, the name will appear in a 
black font. If the item produced from the recipe is unknown, three red question 
marks are shown. lf the party has only a vague idea of what the item or the 
ingredient might be, a clue appears in green letters, 


15 





16 








————e 


Move the character around towns, 
castles, dungeons, and the field vath 
the left analog stick. The character 
moves in the same direction onscreen 
as the left analog stick. Therefore, if 
you move the left analog stick left, the 
character runs toward the left side of 
the screen. Move the left analog stick to 
the right, and the character goes right. 
Move the left analog stick up, and the 
character moves toward the horizon, 
Move the left analog stick down, 

and the character moves toward the 
screen. The character can also move in 
any diagonal direction relative to the 
movement of the left analog stick. 


The character's speed of movement is 

determined by how far you move the left analog stick. Move the left analog stick 
as far as it will go to run at full speed, or only a little way to walk. The directional 
button can be used to make the character walk as well. 


Walking is sometimes better than running, especially if the ground is icy or slippery. 


Running over an icy bridge can be dangerous, because the party might fall over 
the edge! 














Munchie ts the small mouse-like pet of the Hero. 
However, he serves a greater purpose than just 
being cute and fun to play with. Munchie 

is tiny enough to crawl into small holes in 

walls, especially if the party is having trouble 
getting inside a locked room. Once Munchie 

is on his own, you can guide his movement 

the same as any of the other characters. Use 

the left analog stick to maneuver, and press 

the @ button to perform a forward roll for 
fun. Since Munchie is so tiny in 
stature, he can't jump 
up and unlock doors 
for the Hero to walk 
through. But perhaps 
there's something in 


the room that’s light enough 
for Munchie to carry back to his 
master... 
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Aside from winning battles, the second 
best way to improve the fighting 
abilities of the characters is to collect 
the best possible items and equipment. 
‘There are several ways to collect items. p 
To get the most out of the game, be 
sure to practice all of the following item spn yA i cs ich ea oe 
Acquisition techniques, ali of the time. 
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Types: of ‘ITEMS 
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Finding items is but knowing 
what to do with those items is essential. 
Keep in mind the types of items on hand, 
and use them as soon as needed to 
keep the characters healthy, strong, well 
protected, and fighting at full potential in 
every battle, 





MEDICINES 


Medicines take the form of herbs, roots, mixtures, elidirs, and potions. You can use 
medicines only once, and they disappear from the inventory when used, They can be 
used in the field or during combat, if contained in a character's personal inventory. 


SEEDS 


A character can eat a seed to improve an attribute. This allows you to develop 
characters more effectively than by simple leveling up, by strengthening the 
defence of a character who seems to take too much damage from physical attacks 
Uessica), for example, or by boosting the agility of a slower character who's always 
getting left behind (Yangus). 


MISCELLANEOUS USE ITEMS 


Miscellaneous items indude field- 
affecting items and attack items usable 
in combat. For instance, phials of holy 
water stop random battles with weaker 
monsters from occurring as long as 

their effects are active or the character 
remains in the area of effect. Chimaera 
wings can be used to warp the party 
instantly to any previously visited town 
or city, when they need rest or additional 
supplies. A rockbomb shard is an attack item that can be used in combat to cause 
damage to all enemies. This category also contains unique items such as Baumren’s 
bell, which summons a sabrecat for riding swiftly across long distances. 


CHEESE 


The Hero can feed cheese to Munchie during combat, provided that a piece is 
handy in the Hero's personal inventory. What happens when Munchie eats certain 
types of cheese in battle, no one knows. We leave it to you to experiment during 
battle and find out the surprising results on your own. A variety of cheeses with 
various effects can be created in the alchemy pot. 





ALCHEMY ITEMS 


Some items are used exclusively in the alchemy pot, When combined with one or 
two other items, they mix together to form a new item. For instance, fresh milk 
and rennet powder have no use individually, But when combined in the alchemy 
pot and allowed to simsner, the two mix together to form plain cheese. And we all 
know what happens to Munchie when he eats cheese during battle, Or do we? 


RARE COINS 


By opening certain chests or defeating 
special monsters, the party can acquire 
rare coins that can be sold or traded at a 
high profit. Although coins can be sold to 
any merchant, mini medals are another 
story, Someone in the world is rumored 
to be searching for them... 
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important items often serve a function 
in the game when the party merely 
possesses them. For instance, owning the 
world map allows you to view the entire 
world at a glance when travelling in the 
field. The thief’s key allows the party to 
untock treasure chests that may have 
extra security. Some important items are 
found or received, and some are created 
in the alchemy pot. Sympathetic people 
along the journey will hand many important items to the party. Most important 
items have a story-driven purpose and may be required by other non-player 
characters in the course of events. If you acquire an important item and have no 
idea what to do with it, speak with all of the people you've met. With the item in 
your possession, they may have something of relevance to say. 


Of the five types of equippable items in the game, weapons are perhaps the most 
interesting! A weapon improves the attack power of the character who wields 

it, The type of weapon also determines 
whether the character can attack one 
enemy or several enemies per turn 
Without weapons, the character must 
rely on leveling and bare mitts to get 
the job done. Then again, maybe there's 
something to be said for barehanded 
brawling... 
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Armaments are divided into four types of protective items that a character can wear 
to improve his or her durability in combat, Armaments include suits of armour, 
shields, helmets, and certain accessories. Stronger armour reduces the amount of 
damage taken during battle. Sometimes armaments may have additional benefits, 
such as reflecting spells or regenerating the wearer’s HP every round. Check item 
descriptions in the menu for detaits. 











Accessories 


Small such as rings and bracelets, that improve one of a character's 
attributes are known as accessories. Equipping such items may raise a character's omens 
attack, defence, wisdom, or agility, improving damage, protection, magical power, 


or combat speed, respectively. Accessories may also have a secondary ability, such 
as making a wearer resistant to certain status ailments. 
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When you're searching towns, go into homes and places of business to find useful 
items and equipment. In dungeons or caves, items are often located in side rooms 
off the main corridors. items are rarely out in the open, but are usually inside 
containers of various types. If you learn to identify the types of containers that may 
hold items, finding plenty of useful things to wear or sell should be no problem. 


Wooden barrels and clay pots can 
be picked up by the character, 
carried around, and then shattered 
on the floor. If an item is inside the 
barrel or pot, the character obtains it 
immediately. 





To pick up a barrel or pot, stand facing 
the object and press the @, @, or the 
L3 button. You can throw the container 
immediately, or carry it to a clearer 
spot. Press any of these three buttons 
a second time to toss the breakable 


object to the ground, smashing it 


ee 

You can open cabinets with doors while 
searching towns and castles for items. 
Stand facing the cabinet doors, and 
press the ®, @, or the 13 button to 
open them and search the inside. If an 
item is available, the party collects it 


immediately. 
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Bags hung from pegs on walls may 
also contain items. To search a hanging 
bag, face it and press one of the search 
buttons, The character sticks his arm in 
and feels around. 








Sometimes important books can be 
found on bookshelves. By reading 
these sagely volumes, you might 
be able to learn dues regarding 
upcoming challenges. Some books 
contain interesting information 
regarding the history of the world in 
which the characters live. However, | 7 
some bookshelves contain absolutely 

nothing of interest. Whenever you 

decide to stop and glance across the titles on the book spines, you risk wasting 
your time, but the rewards can be great. Some books may allude to recipes for the 
alchemy pot. This is, in fact, the number one method of learning alchemy recipes 
in the game. 
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Treasure chests must be opened from 
the front, so examine the chest in first- 
person view if needed to determine 
which side to stand near. Press the 
search button to open the chest and 
collect the item inside, Be cautious, 
however, because horrible monsters 
called mimics like to pretend to be 
treasure chests sometimes. If a party 
opens a chest that turns out to be 

a mimic or a cannibox, a fierce 

battle ensues. 


Some treasure chests are locked and 
require 3 special key to open them. 
There are three keys in the game that 
will unlock a sealed treasure chest: the 
thief’s key, the magic key, and the 
ultimate key. Each key is greater than the last and opens more types of treasure 
chests. Once you find the ultimate key, all the previous keys can be discarded or 
used in the alchemy pot, if possible. 


DEED Exes 


Sometimes when the party wins a battle against a monster party, one or more of 
the monsters may drop an item. This is another way to acquire items. If you need 
an item for the alchemy pot, and you know that a particular monster in a certain 
region sometimes drops that item, do some additional hunting there for a while. 








Cestain items can only be acquired 
by combining them with other items 
in the alchemy pot. Therefore, it can 
be hard to discard or sell any item 
because it may be a key ingredient in 
a rare mixture. We leave it up to you 
to determine which items must be 
obtained via alchemy. This research 
shouldn't be hard, especially if you use 
the recipes found in the “Alchemy Pot 
Recipes” chapter. 
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Anybody you meet during the course of the adventure who's not in your party is 
considered 3 non-player character, or NPC, These NPCs are the number one source 
of clues and information in the game, and speaking with them is the best way to 
learn where to travel next and what dangers may lie in wait there. Speak to any 
NPC by approaching within a few steps of them, facing them, and pressing the @, 
@. or the L3 button 


NPCs move around and live their lives just like ordinary people. For this reason, 
they're usually not found in the exact same location after the sun goes down. Many 
times, the things an NPC says at night differ from what they say during the daytime. 
Therefore, it’s important to speak to everyone in the light of day, and again after dark. 
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While visiting a populated town, city, 
or castle, press the @ button to view a 
colorful hand-drawn map of the area 
Maps show the streets and buildings, 
which can aid navigation. Icons placed 
over important locations in town show 
you where to stop for a night's stay, a 
quick confession, or a stout drink 
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When travelling through populated areas, 
the party normally doesn’t encounter 
monsters unless they invade a town in 
the course of the story, Therefore, it’s 
alright to relax and take things easier 
when you're hanging out with the locals. 
‘Towns also have several beneficial 
services that the party can take advantage 
of, usually for a price. 
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The party can rest at a local inn, either 
overnight or until evening, usually for 
a tee. Whether you decide to stay until 
evening of overnight, resting at an 
inn fully restores the HP and MP of all 
party members. The rate differs from 
town to town and depends on how 
many people you have in your party. 
Usually, the towns you visit later in the 
game will charge higher rates per person. Please note that staying at an inn will not 
bring back a fallen party member. 





By staying overnight, the party can set out at first light when the monsters are weaker. 
By resting until evening, the party can visit areas at night when the circumstances are 
different, or cross the fields when the monsters are more challenging. 
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Merchants set up permanent stores in 
towns, Typically, these peddlers stock an 
assortment of items and equipment that 
protect travellers from the monsters in 
the region. For example, the peddlers in 
Farebury sell weaker equipment for a 
lower price, whereas the merchants in 
Ascantha sell more expensive gear. The 
monsters in the Kingdom of Ascantha 
are much more powerful and dangerous 
than the ones near Farebury, so it all 
makes sense. 


When you want to see what a merchant 
has for sale, observe proper etiquette 
by speaking to the clerk from across the 
counter. If you go behind the counter 
and speak to a merchant, typically they won't sell you items. However, they may 
still have something interesting to say... 
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Pubs ate where the common folk 
gather, along with the runts and 
rogues. The town pub is the place to 
go if you're looking to meet someone 
important, or if you want to hear the 
local gossip and rumors. 











A priest or a nun 8 church, 
Usually standing behind an altar, will 
hear the party's confession for free. 
Confession is a fancy way of saving 
your progress in the game. Anytime 
you want to stop playing, warp back 
to the nearest town and make a 
confession before quitting the game. 
Churches offer many other helpful 
services, as listed on the church menu. Many of them require a donation, which 
sometimes costs more than you want, or can afford, to pay. 


DIVINATION 

The priest or nun looks deep into the 
soul of each character and determines 
how many more experience points 
he or she needs to accumulate before 
reaching the next level. Divination is 
free, and it's extremely useful when 
you're planning whether to push 
onward or spend some time hunting 
monsters in the field. 


RESURRECTION 


Death is a reality of battle, and when allies fall in combat, the entire party is weaker 
as a result, Retreat to the nearest church and seek the aid of a priest or nun in 
resurrecting dead characters. The church requires a fee to bring each deceased 
character back to life. The clergy quotes the amount of gold coins required to 
perform this action. The higher the level of the deceased person, the more gold 
coins the church requires. 


if the entire party falls in battle, the bodies are collected and taken to the church in 
the nearest town you've visited. All characters are revived automatically, at a cost of 
half the party's gold coins. 


PURIFICATION 


Poison is a status ailment that continues afflicting characters even after battle. If an 
antidote or the proper spell isn't available, return to the nearest church and seek 
the aid of a priest or nun. Purification is an extremely cheap service. The further 
from civilisation you go, the more it will cost you. 


BENEDICTION 


Curse is another status ailment that affects characters in the field. Although some 
enemies can curse characters during battle, the effect is usually temporary. However, 
some weapons and equipment are cursed permanently. When they're equipped, the 
character becomes cursed immediately and cannot take action in battle. The only way 
to remove the cursed equipment is to return to a local church and seek benediction 
services. Benedictions aren't nearly as cheap as purifications, and the amount of gold 
coins required is determined by the affected character's level 
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A few major cities and even a few 
storage solutions. The point of giving 
money to Gold Banks for safekeeping 
is to avoid losing half your earnings 
if the party is wiped out in battle. The 
church cannot touch money stored 
in 8 Gold Bank, so it’s safe. Gold 
Banks become available as the party 
explores new areas, so be sure to store most of your wealth there, and carry only 
what little gold coins you need to get by. 
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Many people live in towns, and they generally dwell in houses, Speak to the people 
inside these homes, and search their cabinets, barrels, pots, bags, and chests for 
useful tems. Some people obviously have no idea what kinds of cool stuff they have 
tucked away in their cupboards, because they don’t seem to mind parting with it! 
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Gambling halts in the towns of Pickham 


and Baccarat provide a fun diversion 
from the trials of saving the world 
from evil. To play the stots, bingo, and 
roulette, you need tokens. There's 
usually a counter inside the casino 
where you can buy them, at a rate of 
20 gold coins per token. Try to keep 
the price of a token in mind when 
you're placing bets of five or more on 
3 single spin of the wheel. Tokens can be exchanged for the weapons, equipment, 
and items offered at the exchange counter, also located inside the casino, As long 
as you have at least a single token, you can view all the wares that are available at 
the exchange counter to determine how many tokens you will need for the item 


you want. 
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Towns need a source of water, and 
many have old-fashioned wells. The 
characters can climb down into a well 
and find hidden chambers underneath 
the towns, The discarded items you 
find inside a well may turn out to be of 
great benefit to the party! 











The daytime is when towns usually have the most activity. At night, many of the 
townspeople traipse home for some well earned rest. As nighttime settles in, 
NPCs change locations and shops close. The only places that stay open 24 hours 
are the churches, inns, and casinos. Sometimes people lock their front doors 
against intruders, so it may be harder to search for items at night. But some 
citizens only come out after dark, so perhaps the nighttime is just as good a time 
as any to visit a town! 





Whenever the party leaves the comforts [yaaa 
of a town, city, or castle, they enter a 
giant wildemess known as the field 
map. While moving in the field, the 
heroes encounter randomly generated 
parties of monsters roughly every 10-25 
steps, depending on the terrain and 

the time of day. Without the safety of 
nearby inns and churches, search and 





survival skills in the field are extremely important. 


While you're navigating in the field, a directional compass appears in the jower- 
left corner of the screen. Use the compass to move north, south, east, and west 
Sometimes certain NPCs will tell the party to head south to find a certain location 
Without a world map handy, the compass is the best tool to help you get there 
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the frequency of monster encounters and the types of monsters, Areas with 
plenty of trees are referred to as forests, sandy areas are beaches or deserts, and 
everywhere else is fields, Even walking on a dirt road is safer than walking in the 
green grass. Pay careful attention to the type of terrain surrounding the character. 





The party takes constant damage when walking over certain types of terrain, such 
a5 poisonous swamps. The types of monsters in swamps are more likely to inflict 
status ailments on characters as well, 
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Look for lone treasure chests while navigating across the field map. Most of them 
aren't located right by the beaten path, but rather behind cliffs or at the edges of 
lakes, Field treasure chests contain items just like the ones located in towns and 
dungeons, Many field treasure chests are locked and cannot be opened until you 
find the proper key. 
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In certain areas in the field, monsters 
are visible on the map. As the character 
approachts, the monster may run 

away or may rush forward and attack. 
if it attacks, a battle begins. Monsters 
that are visible in the field are unique 
creatures that aren't encountered 
anywhere else in the game. Some 
infamous monsters only appear at night 
while others only appear during the 
day. Certain ones also appear in as many as four different locations! It you defeat 
them, infamous monsters often drop rare coins that can be sold for high amounts 
of gold coins. And you may find out that the infamous monsters serve another 
purpose in the game, if you talk to the right people... 
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The more time you spend exploring the 
field map, the darker the day becomes. 
As dusk fades and the stars come out, 
the situation changes in the field. Not 
only is the environment harder to 

see, but the monsters you encounter 
at night are much tougher than the 
ones you fight during the day, When 
inexperienced characters are caught 
in the field at night, it may be a wise idea to warp back to the nearest town and 
sleep in a safe inn bed. Better that than recklessly plunging forward and losing 
allies in unnecessary battles, especially when you consider how much it will cost to 
resurrect them. Then again, if the encounters in your current region have started to 
lose their flavour, perhaps travelling at night is just the challenge the party needs to 
keep leveling up at a good pace. 






Because travelling the field requires 
the party to go long distances, it's 
impossible to reach all parts of the 
world on foot. Once you've explored 
the farthest reaches of the eastern 
hemisphere, the party must seek out 
some means of sea travel. Then you 
can chart the vast oceans and find 
out what else this fantastic world has 
to offer. The party continues to have 
random battles against monsters that board the ship at sea 





Dock the ship by moving toward 

any piece of land until the option to 
disembark appears onscreen. The 
party docks the ship and goes ashore 
to explore on foot. To board the ship 
again, move along the ship's portable 
pier until the characters take to the 
seas once more, Using chimaera 
wings or a Zoom spell is no problem, 
because the ship changes location to 
be conveniently accessible to the party no matter where they go 





Great sabrecats are another way of 
travelling long distances quickly. To 
acquite a sabrecat for riding, the 

party should speak to someone who 
trains them for a living. You can 
dismount from a sabrecat at any time 
by pressing the @ button. The party 
continues having random battles while 
tiding sabrecats, although at a greatly 
reduced rate per distance. Perhaps 
another means of easy travel is available... something in the sky? 
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The term dungeon refers to any unpopulated indoor location with a heavy 
concentration of monsters, possibly a few tricks and traps, and maybe one or two 
environmental puzzles to unravel, You'll also run into the leaders of the monsters, 
also known as the bosses. 





Sometimes you can move objects such 
as statues across flat areas. To move an 
object, face the side of it and press the 
®, ®, or the L3 button to grab hold. 
Then use the directional button or the 
left analog stick to make the character 
push the object forward, left, or right, 
of to pull it backward. Statues can 

be moved in one of four directions, 
depending on where the character is facing. To move the statue at a slightly better 
angle, change to another side of the statue and try moving it from there. 


Levees/aup)SUITENES 


Machinery in dungeons presents a 
conundrum. Pulling a lever or switch 
may help the party down the road, or it 
may felease a trap that instantly springs 
into action! Levers sometimes reveal 
hidden corridors or raise collapsed 
mechanical staircases so that the party 
can access new areas, 
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Youll find various types of traps in 
dungeons. What looks like a perfectly 
normal door could be a spring-loaded 
trap that pushes the party through a 
hole in the floor to the level below, so 
they have to fight their way back up 
Another setback is when you navigate 
through a room improperly and are 
locked in @ corridor leading back to 
the starting point, rather than heading for the exit. Whenever you begin fo sense a 
trap, it’s better to stand still and think about how to proceed, rather than plunging 
blindly ahead. 
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DANGEROUS GROUND 
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As in the field, walking on certain types 
of terrain may cause damage to the 
party, such as purple or green acid 
pools and spiked floors. When the 
character starts flashing red and 
you hear a striking sound effect, it 
means that everyone in the party is 
suffering small amounts of damage 
with each step. 








Your party lines up directly across from the monster party, in the order determined 
by the Line-up function in the main menu. Characters at the head of the line-up are 
more likely to be targeted, and more likely to take damage from enemy attacks. 
During combat, you issue menu commands to the characters. The characters then 
carry out their orders when it's their turn. The monsters respond with attacks or 
actions of their own. When all monsters and all characters have had a turn, one 
round of combat has passed. 





Read the following sections to better 
understand the combat system, and to 
learn how to resolve conflicts swiftly 
and effidently with the least amount of 
damage to the party. 
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Every step the onscreen character takes 
into a monster-filled region or dungeon 
is counted, and this count determines 
when the next battle occurs. In the 
field, the characters can walk roughly 
20-25 steps before triggering an enemy 
encounter. In rougher terrain, such 
as the forest, beach, snow, or desert, 
battles occur every 15-20 steps or so. In 
dungeons, battles occur every 10-20 steps, depending on the difficulty level of the lair. 
Sudden battles triggered by character movement are known as random encounters 
Speaking to or touching unique monsters or NPCs may also trigger battles. 





Rouno!Commanos Tacs 










At the start of each round, the Round This command allows you to change how characters are controlled during the 
Command menu appears. Before doing course of the battle, Characters set to the Follow Orders tactic are controlled 
anything else, you can flee from battle, manually using the Character Turn Command menu. Characters who have been 
intimidate and try to scare the enemies assigned any other tactic fight automatically, casting spells and using abilities 
off, or change each character's battle according to the tactic selected. Tactics can also be changed between battles 
tactics. using the main menu, The Hero cannot be assigned a tactic; you have to input his 





commands every round. 
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Atter fleeing, use chmoera wings ara Zoorn sped to return te the 
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When you select the Fight command 
from the initial command menu, the 
Character Turn Command screen 
appears. You can choose battle 
commands for the Hero and any other 
characters who are set to the Follow 
Orders tactic. 


ATTACK 


The character physically assaults the 
targeted enemy or enemies. Equipped 
weapons determine whether characters 
can strike single or multiple targets, 
and strengthen their attack. Physical 
attacks are the best way to defeat most 
monsters. 
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SPELLS 

As characters reach higher levels, they 
spells for use in combat and in the field. 
Some spells can be learned only by 
speaking to a cestain NPC. Choosing 
the Spell command opens the selected 
character's Spell menu. Mave the cursor 
to highlight spells, and choose an 
appropriate one based on the situation 
and the spell’s description. Most spells 
require MP consumption and cannot be cast if the character has 0 MP. Replenish MP 
by consuming items such as magic water and elfin elixir, or by resting at an inn. 


ABILITIES 


After gaining a few levels, characters 
start to receive skill points upon 
leveling up. While the victory display 
is still active, you can distribute skill 
points to any of the characters’ weapon 
oF personality skills. When enough 
skill points are attributed to 2 skill, the 
character learns a new ability. 


only become available in combat when 
a character equips a certain type of 
weapon. Marry abilities consume MP 
and cannot be used if the character has 
insuffident MP remaining. Abilities tend 
to allow characters to damage enemies 


DEFEND 


When you issue the Defend command, 
characters raise. their guard (and/or a 
shield, if equipped) in preparation for 
attack. The character can do nothing 
else for the remainder of the round. 
Note that if the enemy’s attack valve 

is low and the party's defence value 

is high, there is a higher chance that 
the enemy’s attack will miss. Issue 

the Defend command if it looks like the enemy is about to perform a particularly 
powerful attack that could greatly reduce the characters’ HP or even kill them. 
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ITEMS 


Choose this command during combat 
to view the personal inventory of the 
selected party member. Characters 
cannot use items stored in the Bag 
during combat, so it’s important for 
each hero to tote around a few healing 
items and perhaps some powerful 
attack items, such as a piece of cheese 
or a rockbomb shard, Some weapons 
and armour pieces can be used during combat to cast spells, so try filling your 
characters’ inventories with a variety of items and using them in combat, 














PSYCHE UP 


This command causes the character 
to focus their energies, raising their 
tension level. No other action can be 
performed during the turn, Each time 
a character's tension level rises, all of 
his attributes increase. This means that 
characters can cause more damage 
with their attacks or spells, are slightly 
less likely to be hit, sustain less damage 
from enemy attacks, and administer 
greater healing when items or spells 
are used. 


The first time a character psyches up, 
his or her tension increases by 5. The 
second time, it increases by 20. So it's 
important to psyche up at least twice 
just to be serious about it. 


On the third attempt, there's a chance 
of failure to psyche up. The character 
doesn’t lose any tension, but doesn’t 
gain any either. If the third attempt 

is successful, the character's tension 
increases by 50. At this point the 
character reaches a state of high 
tension. 





As characters increase in experience level, past level 20, they can reach an even 
higher tension level. Reach a tension increase of 50, then try to psyche up again to 
a tension increase of 100. In this extremely intense state, you can even kill powerful 
foes with one strike. 


When there are many enemies in the 
monster party, it’s difficult to psyche 

up because the characters leave 
themselves vulnerable to attack. It may 
be wiser to have one character psyche 
up and attack while the rest of the party 
performs regular attacks and healing 
procedures every round. During boss 
fights, when the party usually faces only 
one foe, it’s easier to spend the first few 
tums raising tension. 





When ihe Here reaches super high tension, 
be transforms! 


However, observe boss monster attack 
patterns and use tension appropriately. 
Many boss monsters can drop the 
tension level of one or more characters 
back to normal, negating all the effort it 
took to psyche up. If a boss is capable 
of this, avoid spending too many turns 
trying to psyche up to higher levels, 





Certain monnters con use tension to mate 
themselves stronger and harder to defeat 
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After choosing an attack, spell, or ability from the Character Turn Command menu, 
you need to choose an appropriate target for the attack. Move the cursor across 

the row of enemies, and select the foe that’s most likely to cause the most damage 
or inflict status ailments that could impair the party or prevent them from attacking 


HERO Builfinch 
™ Attack Abilities She slime A 
Spelle hems 
Defend Peyche Up 





EARLY STRATEGIES 

Targeting is extremely important during the early portion of the game, especially 
when onty Yangus and the Hero are playable. /n every battle, the first order of 
business is to reduce the number of enemies in the monster party. This way, the 
enemies get fewer turns to act. When your party enjoys more tums per round than 
the enemies, healing and raising tension becomes much easier 


As should be evident in even the 

very first battle in the woods west of 
Farebury, Yangus is a bit stronger than 
the Hero and inflicts more damage. 
This means Yangus can defeat an 
enemy in a single turn, whereas the 
Hero may need to attack a foe two or 
more times to defeat it. When you're 
targeting enemies, make sure that the 
Hero targets one foe while Yangus 
targets another, Yangus should haye no problem wiping out his enemy, while the 
Hero's foe is wounded but still active. On the next turn, have Hero finish off the 
enemy he attacked in the previous round, while Yangus targets the third foe. 


If you use targeting property, this 
strategy enables you to eliminate three 
foes in two rounds. If the Hero and 
Yangus both target the same foe every 
turn, you'll find that Yangus is always 
Cleaning up after the Hero. The longer 4 
battle goes on, the more opportunities 
your foes will have to attack, and the 
more restorative items your party will 
therefore need to consume. 


THE PARTY EXPAI 

Even after more members join the party, targeting remains important. Jessica 

uses multiple-target spells and weapons such as whips. With her abilities, she can 
target and strike groups of same-species monsters that are in line. For example, if a 
monster party consists of a slime, three candy cats, and another slime, Jessica can 
attack the three candy cats simultaneously with a whip or a multi-target spell. Since 


the candy cats separate the two slimes in the lineup, Jessica cannot strike both 
slimes at once. 








Therefore, command Hero to target 
the first slime, command Yangus to 
target the last slime, and command 
Jessica to target the three candy cats 
in the middle. At the end of the first 
round, one slime should be dead, 
along with one or more of the candy 
cats in the middle. The other slime 
and the remaining candy cats should 
be wounded and easy to take out in 
the next round. With this strategy, you can take out a large number of foes in as 
few rounds as possible. 
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When Angelo finally joins the party in the fourth spot, targeting becomes less 

of a concern. Use the first round to increase the attack power or defence of the 
characters with Angelo’s spells, or heal up in preparation for impending damage. 
Continue forming strategies that remove as many enemies from the battlefield as 
possible, as quickly as possible, reducing the number of enemy turns and enabling 
the party to retain the upper hand. 


Sometimes one or more highly 
powerful foes appear in a party, as 
well as several weaker enemies. If it's 
evident that a character can’t take out 
one of the bigger foes in a single turn, 
it may be more efficient to spend the 
first round taking out all of the smaller 
foes. For instance, if a monster party 
consists of three she-slimes and three 
hammerhoods, take out all of the she- 
slimes immediately, Although the hammerhoods cause more damage than the she- 
slimes, the monster party has fewer turns available per round because the smalier 
foes are all eliminated. Now it should be easy to double-team the hammerhoods 
for the next few rounds until they're defeated 





Defeat any monsters with character-debilitating abilities before the ones that only 
perform normal attacks. For instance, if one of the monsters can inflict Curse, 
rendering one of your characters immobile for the next several turns, that monster 
must die as soon as possible! 


Enemies that can summon additional 
enemies to join the battle are your 
highest priority. Dingalings are some 
of the first enemies that can call allies 
to their aid. When they ring, they call 
forth an endless number of powerful 
jargon monsters, The party's survival 
depends on eliminating the dingalings 
immediately, no matter how many 
jargons appear in the meantime. 25 
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After you've issued commands to all 
characters with Follow Orders as their 
tactic, the battle ensues. How quickly a 
character can execute his or her action 
is based on their agility attribute, in 
comparison to the agility of allies and 
the monster party. For instance, of all 
the party members, Jessica's agility is 
usually the highest, so she will most 
likely act first. Yangus’s agility is a lot lower, and therefore he probably won't get to 
attack until after all of the others. In fact, depending on the enemies, Yangus might 
have to wait until after all of the enemies have had their tums too! 


Inimiarive 





Pay attention to how initiative is working out in battles. if a character like Yangus 
isn't effective during a fight, equip him with agility-boosting rings or accessories 
After all, Yangus is the heavy hitter. The sooner he attacks, the less damage the 
party sustains from enemy hits. 
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Occasionally, the i may get the jump on 8 monster party when a battle begins. 
This is indicated by a battle message at the bottom of the screen that the monsters 
are “too stunned to move.” This means that none of the enemies have any turns for 
the first round, allowing you to act first. Use this opportunity to attack the enemies 
and reduce their numbers, to heal, or to psyche up and build tension 


Sometimes monsters ambush the 
party and get to perform attacks or 
actions without allowing the heroes to 
counterattack. It may be important to 
spend the first round healing characters i ‘ - 
who have sustained multiple hits before = 
you return fire. 
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Damage from enemy attacks reduces the party members’ hit points (HP). When 
a character's HP drops to zero, he or she dies. Dead characters can't act in battle 
and don’t receive experience points from defeated foes, To prevent beleaguered 
characters from dying, use items and magic to replenish their HP. 





In the field, the best method of healing is with magic spells. The Hero and Angelo 
both learn healing magic fairly early on, so it falls to them to keep the rest of the 
party in shape. Make sure the Hero and Angelo get to wear the best protective 
equipment possible, so that they die less often and can heal or revive the others. 
Yangus might also learn a few minor healing spells, depending on how his skill 
points are assigned. However, magical healing is only possible as long as the spell 
caster has magic points (MP) remaining. 





| Beto, Revive dead characters by siting a 


In the early stages of the game, before the Hero learns to heal magically, you must 
use items to regain HP. Purchase plenty of medicinal herbs at shops, and be sure 
to transfer them to the personal inventory slots of Yangus and the Hero. Even after 
the characters start to learn healing spells, make sure each character carries a few 
herbs just in case MP runs low. This is a good strategy to consider until Angelo 
joins the party 


The best method of restoring HP and 
MP is at an inn. For a reasonable price, 
the party can sleep in a comfy room 
and wake up some hours later with 
full HP and MP. Don't get too comfy, 
though, If the party never ventures 
farther than the first inn, how can you 
ever finish the quest? 


MP can only be recovered during battle 
by consuming magic water or effin 
elidr, or by using certain abilities. These 
items aren't sold at most shops and are 
rarely found in towns, dungeons, or the 
field. When the party starts running low 
on MP, the best idea is to return to the 
nearest town and get some rest 


RESURRECTION 


*) Weeuht yee Dike te sped phe righe? Or just 
ote fee & whee? e coher coor, | cot ier pee 
cate af 6 gold cotne 


As mentioned previously in this chapter, 
you can resurrect fallen comrades by 
visiting a church and making a sizable 
donation to the clergy. As characters 
like Angelo and Jessica increase in 
experience, they begin learning spells 
that resurrect fallen allies during a battle 
or in the field, Lower-evel resurrection 
spells have a chance of failure, however, 
So it could take several turns and MP to get a dead man back on his feet. However, 
using Zing or Kazing spells to revive allies is better than going to a church. As the 





game wears on, the fees get higher, and higher, and higher 


yz 


TATU 


Enemies can inflict a variety of conditions that inhibit your party's abilities in 
combat. Learn to identify status ailments quickly, and try to keep the proper 
mixtures of items or spells on hand to remedy the situation. Prevent status 
conditions by equipping the proper armour and accessories, depending on the 





enemies in the area. You can lose a battle quickly if everyone isn’t fighting at their 
full potential. You can use status ailments against enemies as well, giving the party 
a further advantage in combat. Any status ailment that expires after a few combat 
turns will also be lifted when the battle ends 


Death: A character dies thew MP (alls to 


church or costing Zing ar Kanneg spells. 
HP until the condition 6 cured, Poisoning ; 


-eontimmes to alec chavaciers wher the battle Jah 
iver, draining HP each time they take a 


ie \ 
step. Use antidote tems ar the Squelch spell FS 
to cure pokoning. 


Sejeca inet abfecte 
Renee's 





Sleep: Dozng characters cannot pestorm 
in battle and lose turns as 9 result. Phywcal 
attacks can sometimes wake 9 character ’ 
up, depending on how dexply asleep they b . 

are. Spells cannot woken o sleeping party 

member, even i they're taking damage. Cure j \ ‘ 
sleepiness with the Tingle spell. Otherwise, \ “ 

Sth lie ih en eae & PA 5; 


Confusion: When stars seit! around an ally's head, he cannot tel friend from foe. Contused 
characters mary attack themselves or othess, Contusion weors off after 0 Hew rounds, and 
sometimes abates when an enemy athicks. 


Enthrall 

Some monsters afe capable of seducing or 
chatming allies into nol fighting. Enthralled 
charactors usually have hears swirling 
round their heads, and will not attack until 
the effect wears off, 


Yougus it ebesivtely cards otic’ 


Paralysis: Paralysis prevents the character 
from movierg for several combat rounds. 
rendering hie or her useless and vulnerable —— 
Cure paralysis with the Tingle spel. It also = 

wears off an its own, though you may be in no 

for & tang wait... 


Yatges 4 pacetperd eed (onnnc more! 


Loughing/Dancing/Stum: Many monsters 

«do funny things to catch the party off-guard. 
A characters who is lnughing or dancing loses 
a wrts, The effect dossn’t last longer than 
‘one round. 


Knocked Down: Son monsters strike 90 
hard that they can knack wn ally right on their 
backside. Allies who have the wind Anocked 
~ gut of them Jose two to three turns befare 
they can get back up. 


Curse: A Curse is an evi spell, often cast by 
the undead of tre servants of darkress. tt 
prevents characters from octing in battle for 
several turns. 















Musion/ Blind: Characters blinded by 
Light or enveloped in iheions cannot 
See & Wed a5 normal, Athough these 
characters can act in battle, thei abiity 
tu successfully attack and cast spells is 
peatly reduced, often resulting in 2 iiss. 
Musions and blindness wear off alter 
several rounds, of at the end of battle. 


Vonges s eyes ave Sind 


Ceitical: When a character's HP drops low 
enough, they double over in pain betwren 
turns and their name changes trom the 
noemsal white font to yethow: If Uheer HP drops 
Still lower, they crumple over even more and 
thew name turns ortoge. When a character's 
HP falls to critical stant, heal them as quickly 
#5 possible. 





Aitribate Up/Down: Cectuin spells, cast by enemies and allies alike, can rave or lower 
attributes sich as attach, defence, and agility, improving or decreasmig the combat abiiities of 
the curacters. 


T Tatts : 

= 
When the final monster falls, the party 
achieves victory. Experience points 
are awarded to all surviving party 
members, and all of the monsters drop 
& predetermined amount of gold coins ic 
Some monsters will also randomly 


Keck party marsber recever 1193 caperienee 
picry 


drop items. if a character has enough 





experience to increase in level, 2 special - 
message is displayed along with a 
sound effect 


RThaciae Ly ns 
em 


- /~ 
Characters who level up at the end of a battle may learn new magic spells. They 
may also receive skill points, which you can assign to the character's weapon or 
personality skills. After adding skill points to any of the character's attributes, their 
skill level may increase. Sometimes a skill level increase allows the character to 
cause more damage with the specified weapon. Skill level increases also allow 


characters to learn new abilities 


Although we preter to leave the 


Rane Ihe ebds te 
ree pee ened 


allocation of skill points to your 
discretion, we suggest that you don’t 
spread them out. If a character is 
equipped with a certain type of 
weapon, it may be best to increase 
the skill level of that type in order to 





chieve benefits in the short term 
Therefore, the character becomes more 
powerful with the weapon in hand, rather than with a weapon type you don't 
yet own. 
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FAREBURY. << 
REGION 


WORLD  'NFAMOTS 















WATERFALL HUT 
Explore the area to the south of the Weterfall Cave 
to find a path leading to an isolated residence on the 
hilltop overlooking the falls. 










i) Treasure Chest 
(© Treasure Chest, requires thiet’s key 
@ item Bag 





































Z The eastern vsew from tes area should prove 
a2 gold coins (77) Plain cheese (a8 ° conn ES 
ee DIR 
@) Seed of lite C2?) Angel cheese ; A $%. 
Siok teas 
(@ Seed of agility THE LONE RED TREE 










An isolated tree bearing red leaves grows on the rise 
near the eastern path. A perfect place for taking a 
nap...if you had the time 


“Appear upon Aiding spead orators 






An important Bem may appear at the base of thes ree 
after you Sovak fo ¢ certain woodynan. 





10 
“4 
Bubble slime . 20 
Danang dewl 20 
[as 16 | 2 | 10 












































7 |Bunscorn 
9 [Fwrespirt 





“Aopear only in sodieastiem parton of regar ws 








EAREBUIRY. 













€- © 2 gold coins @ Cypress stick 
@)3 gold coins — @) Antidotal herb 
@ > =) 4 gold coins — @) Medicinal herb 
@ )4gold coins — (@) Seed of 
>) ) 5 gold coins defence 

(@) Medicinal herb 
Leather shield 












(=) 7 gold coms 





® ) & gold coins 





fap) a 
5) 10 gold coins @) Antidotal herb 
@ Medicinal herb 









j) 20 gold coins 
;) Medicinal herb a 3) L) Pot fd 

(S) Antidotal herb (@) Medicinal herd 
(B) Holy water @ Cypress stick 
= je 

(@) Plain dothes ©& Dagger 

@ Plain dothes J Mini medal 
(22) Thief’s key 











@ chimaera wing 


COST (G) EQUIP.ON COST (G) EQUIP ON COST (G) EQUIP ON 











































Simaes —————S= 
Daken “7 110G ae —__ us Weyfarer’s clothes 70G_| Hero, Yangus, Jessica, Ange Antidotal herb 10G |N/A 
lYangus eather amour _| Hero, Angelo Chimaera wing | 25G_IN/A 
270G |Hero, *sessica (knife shill Leather shield | 0G _|Hero, Ya Plain clothes 30G 
Boomeran 4206 _jHero 
a 
Kalderasha Valentina 
Once a great fortune teller, The sweet, caring daughter 
people used to come from of Kalderasha lives with 
far and wide to obtain her father in the house 
“near the town’ 's well. 
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Geayp gn lism lim 


Seeking to treat King Trode’s malady by 
finding the culprit vo is responsible, 
the journeying heroes make their first 
stop in the small, fortified tov of 
Farebury. There, they hope to track 
down the legendary Master Rylus and 
gain his support in determining where 
the evil Dhoulmagus has fled. By 
speaking to the townsfolk of Farebury, 
the adventuring party can learn about 
Master Rylus and perhaps a few other 
interesting things, too. 


Speak to every character in 
poaph bial erable 
now where bes 





SHOPPINGTINIFAREBURY 


Farebury has many shops featuring 
various types of useful items and 
equipment. Unfortunately, the party 
only have a small amount of gold 
Coins in their possession. Use some 

of those gold coins to purchase some 
medicinal herbs, available at the 
item shop just inside the main gate. Until 
the heroes acquire more gold coins, 
most of the equipment in Farebury will 
remain beyond your reach. 





go behind the counter to speak to the 
derk. Speak with the armour shop derk 
from inside his marketplace stand. He 
offers an invaluable item for 500 gold, 
When the party acquires enough gold, 
return to Farebury and speak with him 
again. Pursuing this merchant's under- 
the-counter item may prove beneficial, 
so do whatever he says and follow any 
dues that he provides. 


NB 


~ 
Note the inclusion of several medicinal herbs in the ttems Found list at the start 
of this section, in addition to other valuable traveller commodities. To find items in 
Farebury, pick up and throw barrels and clay pots to reveal hidden goods. Enter the 
buildings and dwellings and open cabinets and treasure chests to find items as well. 
Lastly, don’t forget to search inside bags hanging from the walls! Have fun searching 


30 and try to find all the items and gold coins listed in the Items Found list! 





A yiiig wcrean oe Boor of the 
peap ed capstan hy 
terns and gold. 





Farebury’s pub has two entrances, as 
do many other shops in town. The back 
door of the establishment leads to the 
bartenders area, behind the counter. 
Make a point to search around the 
bartender’s area to perhaps find some 





Cotas tel Wepre age at 
require ¢ special key to open then. Speak 
{0 everyorre int (own to lear cives about 









x = 
Sion ace 


Stop by the church and speak with the 
priest to open the Church menu. Use 
the “Confession (Save)” option to save 
your game to a memory card. Perilous 
times and dangerous creatures lie 
ahead, so saving the game is the best 
protection against having to replay 
large portions of the adventure again. 


Several other options on the Church 
menu enable the player to seek the 
Goddess’s aid in curing various status 
ailments inflicted during battle. The 
“Divination” option requests that 
the priest determine the number of 
Experience Points each character 
requires to reach the next level. 
Don't forget to search all of the back 


pea ony tclne bagasse 
pages do the 
to diccess tthe Church resns 


rooms inside the church to find useful 
The bel tower & empty for now but an items and meet interesting people. 
important clue wil appear here otter It's also possible to ascend to the bell 
speaking to 6 cation scmenne i tenet: tower that overlooks ail of Farebury! 
Md 
Y TELLER! 
| we 
After exploring every nook and 


cranny in Farebury, enter the pub and 
approach the counter, The rotund 
man to the right has some important 
information for visitors. The other man 
seated at the bar is Kalderasha, and 
whether the party knows it or not, they 
have business with him. 











Watertall Cave >) Leather hat 





map 


) Copper sword 


. >) Treasure Chest 

1) Chimaera wing (7?) Crystal ball 

| 

| Medicinal herb 

| 

| a —— j 
> 

| 

| UMSTE! 

ove 










Hommerhood 


1S 
>? 
} 22 


Level 1 








HAMMERHOOD GUARD 
A hammerhood blocks the doorway on the second 
dungeon fevel. Speak to this monster to find out 
what it wants. With a little bravery, it’s possible to get 
this monster to move from the path 





The hamnmerhood ts sightly mare powerful thon other 
morsters made the Waterfall’ Cave. This 6 the anly 
appearance of a hammerhood in thes area. 






Level 3 


Alexandria 


@)Stime earrings Seed of stre 
@) 100 gold coins +) Seed of life 


Towerjof] 
Alexandra 
ane 


|_14 [Bodki is Sl a Ht_|Mecha-myr 
|_15_ [Skipper Pf ea }_2 Oy 20. |Fenang fox 
_16_ | Drackmage 9 | he OL 22 | Hammerhood 
_19_ | Funghoul Y See }_i2_ 4" 

[23 Thaiicat : 
| 27 [Spiced hare { f 


_ 


{Drackmage 9} 6 } } 16 [Drackmage | 19 

Beetleboy | | | 0 | 24 |Frogtace § 
nghoul _ I 237 [See urchin 

|Hammerhood 

[Spiked hare 















()5 gold coins (G) Waytarer’s 








B®) 11 gold coins dathes 
>) 18 gold coins (=) Seed of magic 
(@) Medicinal herb) Moomwort bulb 

















foly water 


(@) sessica’s outfit 
s&s 

>= = 
himaera wing (22) Jessica's letter 








®) Plain cheese 
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Bangerz is a rascally 
youth who seems to have 
designated himself as 
cae the official town guard. 
— Although he displays a 
wet as natural animosity toward 
outsiders, he greatly favors Jessica Albert and anyone 





Rosalind 

Rosalind is the mother of 
Jessica Albert. Her family 
is currently in mourning 
following a tragic loss, For 
this reason, she does not 
want Jessica to leave the 


Mash 

Mash is basically Bangerz’s 
accomplice, which makes 
him second in command 
behind Alexandria’s self- 
appointed guard. He 
follows Bangerz just 





__ about anywhere, except 
- Out of town. 





family estate in Alexandria. 


v7 


Recent sTracepy(in 
as 

Although the official “welcome” here 
may come as quite a surprise, speak 
to all of the citizens and merchants of 
Adexandria to learn about the recent 
events that have unfolded regarding ames 
the town's most prominent family, the —_a—n 
Alberts. After doing so, walk up the 
nearby hill and enter the mansion, 







they al seem to know about the long 
history of the AlSert farnlly 





Find out more facts by speaking to the staff of the mansion, and Rosalind and 
Lorenzo on the second floor, Bangerz and Mash guard the door to Jessica's 
quarters and refuse to allow anyone inside. This means that there must be another 
method of entry. Head through the northwest door of the mansion and ascend to 
the attic. Speak to the maid there to view a telling due 





Search the athe sails for ¢ woy to continue explorag the mansion in Alerandtic. 























} gold coins #) Seed of | 16 Pe ertee = 
17 {Beetle 
It gold coin Strength aot need Ea . 
| gold coins 4 | ris | 


Scale shield 





(\#@) 22 gold coins 








(®) tower of b) Antidotal herb | 
| Alexandra map | 7? (tem not | 
1(S) Medicinal herb found unt 

i ») Medicinal herb _ 

i Moonvort bulb 

| a7) Seed of agility 

| 
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HIDEOUS FACES 


Upon react 


& may seer 
wey to proce 


blockir 








\ 5 Y 


R 
™“. Tower of Alexandra NC 
™~ \ 

~\ 

/~ 


yugh the entire area all over 
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| >) Chimaera wing (==) 17 gold coins 


(=) Medicinal herb @ tioly water 


(4 b) Seed of 
| wisdom 














Stone axe 5506 |Yangus | 
Iron lance __|_750G_| Hero 
Farmer's scythe | 910G_}Yangus 
Leather kit } 220G |Yangus 
Scale armour | 350G _|Hero, Angelo = 
Scale shield | 180G_|Hero, Yangus, Jessaca, Angelo 
































Wise WOMEN JOuSHLs 


Speak to the two women standing 
undemeath the avning near the 
armour/weapon shop (during the day 
or night) to learn a few tips regarding 
weapons, each character's different 
skills, and allocation of skill points when 
characters level up. 


Speak to ether wornen undemeattr the 
peso ictal aieaadisad 








asf sears Eizo earn 


During the daytime, are ee ae 
of town and the lighthouse where the pub is located. Speak to her to learn that she 
sells an unknown type of herb for 10G. Choosing to buy one from her turns out to 
be either a great deal, or a waste of money. She may sell 2 medicinal herb (which 
is usually cheaper at any item shop), or she may hand over more valuable herbs. 
If the heroes have any spare gold, purchase some herbs from this woman to see it 
any bargains are available. 


*: Tm here selling herbs, They're only ten gold 


coim each. Can I tempt you to ome or two 





rs . S. 
Fad the yung woman sondg i bon of be ibs ding 
the daytime and try your luck at buying herbs. 
> 


) Antidotal herb 





#) 12 gold coins 







&) Seed of agility (W@) Medional herb 


=) Seed of Me >) 10 gold coms 





) Medicinal herb +(@) Bronze knee 








@ Treasure Chest 
@) treasure Chest, requires thief’s key 
@ Treasure Chest, requires magic key 


Seed of 
©) Bunny tail 
@)seed of magic — BD mini medal 


| 
NAME 
25 |Lump mage 
| 29 | Giant moth 





a eCTNIN COU. 


es 


©) 8 gold coins @ 200 gold coins 











(S) chimaera wing B) Boomerang 
p pA Holy water 





) Antidotal herb @ Mini medal Chimaera wing 


, =) Seed of BD) Seed of magic 
| Gefence (@) Leather kilt 
€ ) Medicinal herb ( ® Medicinal herb 
@ tron nai @ oaken cub 











EQUIP ON 





ace Be Jessica 
he | 350G | — 











Farmer's scythe 





Te, Tes 


Enter the inn and speak to the traveller 
seated at the table. The man gives an 
iron nail to the party. Combine this 
item with a bronze knife in the alchemy 
pot and let the ingredients bubble fora 
while. Spend the interim speaking with 
other townsfolk, or proceed through the 
inn into the wilds of the Maella region 
to battle new enemies. If you choose 
the latter course of action, we strongly 
recommend setting out at dawn rather 
than at night, because the enemies are 
much tougher on the new continent! 


Speak fo the tavelter from Port Prospect, 
ow seated inside the inn, to obtain. wtal 
aicherny pot ten 








While continuing to play, listen for the 
chime of the alchemy pot. When the 
chime sounds, open the pot, wherein 
the party will have concocted the 
thief’s key. This special key opens 
many of the locked chests encountered 
throughout the gamé, especally on 
the field map. Remember that there 
were some lacked chests as far back as 
Farebury... 


The thiel’s key opens mony, but not all, of 
the locked veasure chests in the world 
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ALCHEMY POT TIPS: 
STARTER RECIPES 





feathered cap 
aindanas to mak turban (De! 


j ! 


bunny ears 


bronze shield 


snakeskin whip 


A letiim) ¢- 


ihe@nsn Ian Gnp 
ee pes 


- 
After creating the thief’s key, help the man in the market area who was having 
trouble opening treasure chests. The equipment he sells may not seem very 
advantageous at this point in the game, however, such things may prove very 
useful now that the alchemy pot is at your disposal... 


IMWAELLA ABBEY. 


[Recommended Level: 12] 


(@) Mihi medal 


7?) World map 


strong medicine 


Se the thet’s key to opee the locked chests in the marketplace 
ates. The merchant then opens ¢ shop sefiing tems usetul in the 
akhemy pat 








BORE 0 8 > 09 ONE, Approach the double doors 
at the end of the outdoor area where two guards stand. The guards become 









Marcello threatening and even violent in their efforts to prevent the party from entering the 
The Captain of the holy Ternplar’s area and visiting the Abbot. It looks like the heroes may need assistance 
order of the Templars from someone inside the Templar group. Perhaps such a person could be found in 


commands his men with Gite of the iearby towns? 





Re ane con poy ces Tenplar’s dorms 
and Abbot Franaisco’s residence, 





4) 
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=) 6 gold coins 7) Templar’s ring 


(=) Mini medal 











Medecinal herb 





Antidotal herb 














The weapon and item shops are located 
on the upper level of the pub. Speak to 
the two men seated at the table near 
the bunny girl waitress (she’s close to 
the dumb waiter) to learn about the 
Simpleton economy and to view their 
list of available items. 





The merchants on tre upper level af the 
pub have items for sale 








Trouble seems to be brewing in the 
pub. Speak to the men gathered 
around the table inthe corner of the 
downstairs level to joiiate.2 chain 

of events that eventually turoes. the 
heroes outside. After recetving a special 
item, the party will be able to explore 


sections of the Templar’s dormitory 
in Maella Abbey that were previously Speat to the man seated across the toble 
hela. from the thugs depicted in this screenshot fo 





get the ball roting in Simpleton 


A ONE-WAY DOOR 
You can only open the tightly 
shut door that separates the 
two ons of Level 3 from 
the north side. If your party is 
Tor ackyma_ __33_} 6 } 2 on the south side of th 
|Bullfinc h 


|Bag o' laughs 
[Skeleton 

| Metal slime 

| Flyguy 
gto oe RIVER OF SLUDGE 
[Walang corpse | % | 0 | A LU 

| Cannibox >> | Each step taken through 
the purplish sludge that 
divides the large che 


you can return to Lev 
use the ladder to ex 
north side of Level 3 


on Level 4 cau 

all party me rs. However, 
possible to use the debris 

50 gold coms 7 about the room to 


2 ) Waterweed ini medal 


mould 


~~ t from one side 
@®) Ruined Abd : 
~ ey of the chamber to the other 


{ @ tron nail map . 4 Don't si! 
ey) Bandat’s grass @ Bronze shiek! : - 


skirt (@) Cannibax 


Mini medal 















ALCHEMY POT TIPS: 
INGREDIENTS IN THE RUINED ABBEY 





There are two key alchemy pot ingredients located inside the Ruined 
Abbey, One is the iron nail and the other is the gold rosary, which 
you obtain upon defeating the boss inside the dungeon. Use them to 
produce some significant weapon upgrades for the Hero 


| 
if you spent the Hero's skill points on boomerang skills, then 
Tiss Sih Toes MB" combine the iron nail with a boomerang to produce a reinforced 
C 3 boomerang (Attack 32), If you allocated skill points to the Hero's 
Spear ability instead, then mung the gold rosary with 2 long spear 
will produce an equally exciting weapon, the holy lance 
(Attack 39) 





RECIPE SUMMARIES 
Reinforced boomerang = boomerang + itor mat 
oly lance =long spear + gold rosary 








@ Treasure Chest 
@) Treasure Chest, requires thiet’s key 
(©) Treasure Chest, requires magic hey 9 


@ 154 gold coins GB) Mini medal 250 


@ chain mail @ steel broadswe XE 


Ascantha 





Castle 


RIVERSIDE CHAPEL 
This church on the eastern side of the badge is also 
the site of the cheapest resting spot in the country 









—— 


RIVERSIDE COTTAGE 
The small cottage on the western bank of the 
fiver that divides the Kingdom of Ascantha is the 
homestead of an elderly lady whose beloved 
granddaughter serves the King of Ascantha. This is 
important information to remember later on. 


@seed ot lite GF) Agility ring 
@)2w gold coins @) Seed of magic 3S 
@ Seed of defence (S) Mini medal 

© Seed ot agiity  @) Sik rade 





=) re) Wishers’ Peak 


EAPANG 


. AdtuGl 


21 [Healslime 
29_|Giant moth 
4 oa] 38 an 
fil _35 7 __|mushroom 
mi “39 [Brownie , | 40 [fF sj i 
\ Puppeteer 43_[Neght sneaker |) 52 
hy, Pan piper 148 1-4 [Mummy boy [73 | 


BL £2 slime knight _T 52 


| eee et se He WP PCL 
5 a = : sime ss] 24 2 | Bb 
e knight 


e knigh =m a 55 | 22 


_ WP EXP GOLD 
12} 52} 20 
o | s | 9 
i  -2 


NO. NAME 
| 48 |Gockwork cuckoo | 32 
| 51 jDiemon 


| = $$$ $<. 
[ie 56 |Ghimaera | 5a 6 6 
Boh [80 |infinitel 65 


eA | | 


NO. NAME 





26. | Winky 


4) [Puppeteer | 
Le fn 
80 


“51 [Diemon 
53 |Fat bat 





(@ Mini medat 
@ 42 gold coins ® Medicinal herb 
(B®) Pisin dothes ©) Red mould 

(2?) Lady's ring 








Edged boomerang | 1360G |Hero 
Steel broadsword | 20006 | He 0, 
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Emma 

The King’s maid is a hard 
worker who attempts to 
keep her spirits up in spite 
of the current situation in 
the castle city of Ascantha. 
Find her in Ascantha and 
busy carrying out her chores 
: Jocal « . She may provide clues 

¢ 0 ey to intervene on behalf of 

Ascantha’s troubled citizens. 





wen ot 


pies ' 






GES SS) 


Speak to the citizens FYE Ascantha to determine why everyone is wearing black. Your 
investigation of such matters vill eventually take your party inside the castle. The 
events transpiring in Ascantha depend upon the time of day in which you enter 

the town. If you enter Ascantha at night, then the party can find Emma, the King’s 
maid, praying for guidance in the local church. She will not provide any information 
while praying, so spend the night at the local inn or wait until morning for things 

to change. 





if you enter Asconthe at ragtime, took for Emma who ts proving 


th the kocal church 


During the daytime, Emma is located 
at the top of Ascantha castle's tower, 
attempting to coax the King from his 
chambers. After witnessing this event, 
follow Emma back down to the throne 
room and speak to her to find out what 
is going on with the King 


eintiuds un teen 
back to the throne roam to determine 
what con be done to help the citizens of 
Ascontha 
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King Pavan 

Formerly a generous 
and benevolent ruler, 
something is deeply 
troubling the King of 
Ascantha, causing him to 
neglect his once-thriving 


Tie [orone Roo a Nici 


To act. upon the information provided by Emma, the party may need to stay at the 
local inn, just until nightfall, Nighttime is the only time of day that the King emerges 
from his chambers. His Majesty is located in the throne room. By attempting to 
speak with the King, the party can learn something that may help them unravel the 
mystery of the King’s condition and herald a new beginning for Ascantha. 


more time 





Altes the scenes tawolving Emma, return to the throne room at 
night to find King Povan. 


GRANDMOTHER(S| HOUSE) 


WwW 
Rivers (Emma;siGr 
(s ee 

Return to the small house across the 
bridge from Riverside Chapel. Speak 
with Emma's grandmother and listen to 
the stories of Wishers’ Peak and how to 
get there 





Be sare to speak to Emma's grandtnather, 


















) Wizard's staff Templar’s 


Peak shield (<>) Treasure Chest 


=) Wishers’ 





TOP OF WISHERS’ heater 


After receiving due certain indriduals at 
Ascantha castle and the dwellings near the river 





Inside well 


bridge. the party's next logical move would be to 
attempt to unravel the mystery of Wishers’ Peak. Yet 





the uppermost level of Wishers’ Peak is devoid of all 
objects. Not even monsters dwell here. What can the 
heroes hope to find in the ruins? Perhaps only time 


and quite a bit of patience will tell 


present concens may be answered 47 


52. [Walking corpse _ 


54 [Night fox ; 


58 [Headhunter 


a. 


59_|Mimdemon 


"60 [Gorerilla 


i) 
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Swordsman’s 


Labyrinth 


- 


; 
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LAKESIDE CABIN 
Use the world map to help 
locate a small cabin located 
just off the embankment of a 
small lake between Ascantha 
and Pickham. Not only is the 
nightly rate competitive with 
other inns in the region, but 
there just happens to be a 
wandering priest staying at 
this cabin who will be happy 
to hear confessions and 
provide other holy services. 


259 [Yabby _ 


i 26 i hid 
240 


MONSTER ARENA 
The infarnous Monster Arena 
stands in the forest area just 
southeast of Pickham, but 
the doors are locked. There 
must be some key or some 
requirement to meet to open 
the doors for the party. 


RED'S DEN 

Several leagues southwest of 
Pickham, a small homestead 
has been encircled by tall 
trees and a man-made moat 
This is the lair of Red, a 
notorious thief and someone 
from Yangus’s past. Speak 
with Red to learn of recent 
dealings in the underworld. 








® 12 gold coins GS) Mini medal 





(@) Rennet powder @ Seed of strength 






( &) Cowpat @® Boxer shorts 













(@) Mini medal 





(S) Seed of life 
@ Mani medal © mini medal 


() 26 gold coins 





(@&) Amor seco essence 





@) 30 gold coins (S) Waterweed mould 


@ Seed of wisdom ( S) Fresh milk 











(@) 35 gold coins ) 
@ Bunny tail (22) 1000 gold coins 
@ Chain mail @ Power shield 
(@) Hoty water @ mini medal 
() Magic water @ (mimic) 
J Rune stat 





@ Mini medal 
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950G 


Hunter 1700G_ [Angelo 


1 nS Si 
Steel broadsword | 2000G | Hero, *hessica (knife skill) 
firon axe | 2600G |Yangus— 
fHoly lance | 2700G |Heto 


OST (G a 
ee 
Dancer's costume 0 Jessica 
Hero, Yangus 
Hero, Angelo 
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Mitts 

A petty thief, Mitts gets the 
courage to steal people's 
treasured possessions out 
of a bottle, Yet when it 
comes to confrontations, 
even liquid courage 

won't stop the cowardly crook from curling up like a 
paranoid porcupine. Mitts may have some information 
that the party desperately needs when a crisis arises. His 





storehouse, which is filled with purloined items, is located 


in the southwest part of Pickham. 


Brains 

This scholar is a well- 
known and widely 
respected source of 
information, A walking 
encyclopedia of 
knowledge and a brilliant 
user of deductive reasoning, Brains is the first person 
Yangus thinks of when the party runs out of clues to 
Dhoulmagus’s whereabouts, No one can understand why 
an intelligent and civil man fike Brains wants to live in a 
run-down thief’s den like Pickham, Yet this is where the 
party must search if they want to locate Brains. 





Dodgy Dave 

Whispered of in rumors all over Pickham, there is a 
merchant known as Dodgy Dave who works from a 
hidden location in town and trades for rare goods. He 
recognizes thé usefulness of the party's alchemy pot, and 
will offer better than fair prices for rare items produced in 
it. Finding Dodgy Dave can be rather tricky, and may only 
be possible after the party has had to endure some rather 
trying times. 


Trode finally finds a place where it 

is all right for him to mingle with the 
population without drawing unwanted 
attention. Unfortunately, Pickham is 

a hive of scurn and villainy, While it is 
acceptable to speak to the residents to 
gather information, avoid giving anyone 
in town any money, with the exception 
of the legitimate shop merchants 


Avo! ging omoney to drunis outside: the 
tavern in the southeos! alley of town 





SEARCH THENT OWNJAND) SEARCH) WELL 

a 

Search the town to find items and speak to the citizens to gather clues regarding 
the Pickham region. Because Pickham is a town full of pickpockets, there are 
numerous stolen items located in every nook and cranny, so be sure to search high 


and low. 


HERO finds a pair of boxer shorts and pots it in 
pe | 





items are Incated in ad sorts of places m Aicthom. Leave ne bag 
unseached 
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Just west of Pickham’'s entrance is a casino where travellers can try their luck 

at games of chance, Speak to the bunny girl behind the counter on the left to 

purchase game tokens at a rate of one token per 20 gold coins. Tokens are required 

to play the games and are redeemable for prizes such as rare items and equipment 

at the other counter across the way. 


«a 
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recreation The social stampin’-ground o the 
gentry... PICKHAM CASINO 
* 





Speak te the potrons ond staff iaude the casine to learn how to 
pllay the games 


Play Bingo by examining the central 
machine in the casino. The man 
wearing red standing near the machine 
can explain the rules, The minimum 
bet is five tokens, with bets made in 
multiples of five. Once a Bingo game 
starts, the creature inside the machine 
begins choosing numbered balls at 
random. The numbers are marked on 
the Bingo card as chosen. The center 
square is already marked. After several 
numbers are drawn, a multiplier 
appears in the upper-left comer of the screen. Each time a ball is chosen thereafter 
that does not score @ Bingo, the multiplier decreases. If all 10 balls are drawn and 
no bingo is scored, the player loses and the game ends, But if the player scores a 
Bingo, then the player wins the initial bet back times whatever multiplier remains. 
Therefore, the sooner a Bingo is scored, the higher the winnings. However, Bingo 
is a passive game where the player has little control over when—or if-a Bingo is 
scored, 





SLOT MACHINES 


Examine any of the siot machines along the walls to try your luck and place a bet 
from one to five tokens, The number of tokens put down determines how many 
lines are valid. Therefore, by betting more tokens, the player can score three across 
in more ways, including horizontally and diagonally. The payouts for winning 
combinations are listed on the marquee at the top of the screen. 














Agaty ning 
Than belt 








Hero, Angelo 








Brains’s residence is only accessible by navigating across the upper level of 
Pickham, Ascend the stairs near the second pub in the southeast comer of the 
town, then cross the upper fevel. Descend the stairs in the northwest corner to find 
the information dealer's home. 
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} 62 gold 


] ) 1 gald coins 
coins 
: 


| } Cowpat 


Red mould 


Seed of magix 





Antdotal herb 





S) Treasure Chest 
S) Treasure Chest, requires thief’s key 
&) Breakable Pot 





Swordsman's Labynnth map 


Cannibox 
) Man medal 


Kitty shield 


) Venus’ tear 
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LOWERING THE DRAWBRIDGE 
On the fourth level, the party encounters an 
impassable river of filth, over which hangs a raised 
drawbridge. Another moveable statue i located 
nearby. Perhaps by moving the stone monument 
somewhere weithin the small area where it rests, the 
drawbridge might be lowered? 















STATUE BLOCKING THE DOORWAY 
A stone statue blocks a doorway on the third level 
However, this & a temporary setback. Approach the 
statue from the front or side and press the @ button 
to grab or release the object. Then move the left 
analog stick to drag the statue out of the way. 










ry ~~, 

=. 
‘Muang the statue to « Specht cane shoud enatie 
the party to ower the drawbndige, # ocly the proper 
plocement af the statue can be determned 











= eer - 


Sh the watue aside to clear the doorway, 





REACHING THE CENTER? 
As Yangus points out, the Venus’ tear, housed in a 
large chest sitting at the center of the very first room, 
tempts unwary adventurers to enter the dungeon 
with the prospect of a quick profit, However, the 
treasure cannot simply be taken. The party must first 
navigate the lower levels of the dungeon and search 
for some means to reach the center 
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Yongus redates a Onlin story egcedin hus fest offernpt 
to nad the peweless gem for Red. 








HILLTOP HUT 

ty Travellers heading west from Port Prospect into the 
Kingdom of Trodain should stop by this conveniently 
located hut, high atop a hill just a few dozen feet past 
the border. The inn’s rate is exceptionally cheap, and 
an elderly nun can take your confession. 










@ Wreaure Chest Irem Suop List (West Tropain Cuurch) 
©) Treasure Chest, requires thie’s key Tn Sec a Trodain 
(© Treasure Chest, requires magic key 
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©6350 gold coins By Lesser panace and head toward the cits | ™ 
a overlooking the sea to locate [™ 
(@) Mini medat : . . - the West Trodain Church 
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) Magic key 








| 
i(@) Waterweed 
mould 
b) Rock salt 

| b) 46 gold coins 
: ) 150 gold coins 
i : Mini medal 
Mini medal 


29 gold coins 


Magic beast 
hide 


é ) Mini medal 


(@) Gold bracer 





@®) Caner 
2) Mini medal 
B Tempilar’s 
sword 
DS Seed of magic 
@ Yegdrasi dew 
@ Rusty old 
sword 
@ Mim medal 
(22) imp knife 
recipe 








































ENTANGLED 
ENTRANCE 

Although thorny vines block 
the front entrame to the 
castle, do not let the plants 
deter you. Exarnine the vires 
to make Jessica use her magic 









to burn them away. Ths 
allows you to open the doors 
and proceed 





THE LIBRARY 
DOOR 

Because the door between 
the exterior courtyard and 
the library is locked, the 
party must navigate through 
the castle and find their way 
to the library. Once you've 
reached the library, you can 
unlock the door from the 
inside to save time on your 
next visit. 


Level 2 


Level 4 


THE MAGIC KEY 

The chest in the storage room cannot be unlocked 
with the thief’s key. However, the magic key is in 
the next chest. This key allows you to open not only 
the chest in the storage room, but also many of the 
chests throughout Trodain, Pickham, and Ascantha 
that could not be opened with the thief’s key. 


With the mogic hey i hond, you can antock many of 
the stubbom chests throughout the world 





INGREDIENTS IN TRODAIN CASTLE | 


A TUNNEL UNDER THE KINGDOM? 
Looks lke someone has broken into the area 
beneath Ascantha Castle! Who could've done such 
a thing? What were they after? And how were they 
able to get in? 


Venture through the hale wn the wall ond see where 
tt ieaok 
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Beneath 
Ascantha 





10. | Mischievous mole | 


5 | 0 
es 






2) Mole Hole map 
(%) Breakable Pot 

(>) Treasure Chest 

= 

(SF) Treasure Chest, requires thiet’s key 


: 
1(@) Mini medal | 


- 
») Seed of defence 





| @) Stone hardhat 
1 
1(?2) Moonshadow harp 


See 









FRIENDLY MOLES 
Although most moles you encounter in the Mole 
Hole are ready for battle, some of them have other 
things than battle on their minds. 


y i= 
> Oy "he 
oo 


Speck to motes standing throughost all Lets of the 
Move Hole to lean the stuation here, and to receive 










Level 3 


BX: 


Level 2 
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© Treasure Chest 
@ Treasure Chest, requires thief’s key 


©) Treasure Chest, requires magic key 
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See 


© Fresh mitkx2 GB) Seed of lite 
©) 950 gold coins (@) ron armour 


@) Bronze knife P) iron mask 


@ Mim medal 
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[105 THawk man 


| 237 {See urchin 
| 241 _|Wiid boartish 
| 246 |Eveel 









[236 [Khalaman kid 
| 238 |Man o' war 
240 [King kelp 





[King squid 


1 252 [Foul anchor 
| 259 | Tentacular 





Ss 
66 | Cureslime 
| 97_|Bodkin fletcher 
106 [Tap devi 

| 112 [Iron scorpion 
L19 |Frogman_ 











98 [Venom 35 
| 102 [Battle beetle 
[111 [King sime 
|_113 |Towc zombee 
LHS |Volpone 
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1 237 [See urchin 6 | 4 
1 241 {Wild boarfish 
| 251 |Sea dragon _ 











129 IShade | 


| 236 |Khalamarn kid | i 0 | 37 
| 242 [Anchorman | 6 | 75 

248 | King squid Oo | 16 
| 250 |Pigmahon i 2 109 
| 253 | Poison eveel | 0 16 


| 259 |Tentacular | 
| 260 [Abyss diver i 












[ 98 _|Venom wasp 
| 102 [Battle beetle 
| 111 [King slime | | 
| 113 [Toxic zombie 1 6 | 
| 115 |Volpone | Ww 
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[243 jSee angel ia l 82 | 15 |__ 18 
248 [King squid | 261 0 | 46 
| 254 |Siren 112 | 6 | 43 J 
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95 _|Puppet player | 100 | 


| 
104 [Skeleton soldter 94 | A 
107 |Mushroom mage | 8! | } 
109 [jumping jackal |i | 003 | 32} 
[117 |Skulinder L109 | o | 97 | 324 











| wider is | 

[Magic dumbbell | 78 4 

2 [Hoodlum 12 i 60 
| 136 jJabberwockee _ | 645 | 15 | 
137 [Jab 30 | infinite | 
| 138 [Ber 5 ye 
[139 [Kee “| 3 | Ww _| 
[140 [Woe a, 2 | 
142 |Robo-robin 9 | 99 | 


43 |Puppet master 
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®) Mini medal 






S Double-edged sword 


@ Seed of strength 







@B Mini medal 





(@ Seed of life 











Speak to the short man behind the counter to deposit gold coins in the Gold Bank. 
Sometimes it’s best to store excess gold coins in the bank, just in case the party is 


Princess Minnie wiped out in the field and lose the gold coins in their inventory. Gold Banks are 
The princess is filling in located in several places throughout the world, so depositing and withdrawing 
for her ailing father, the money is easy with access points in many towns 

King of Medals. When you 


give her the mini medals 

you've collected on your 

__ journeys, Princess Minnie 
bestows valuable rewards 

upon the party! 





Gold Bunks help the porty to preserve most of ifs wealth in cose of 
sudden hordvhip. 





(a —s~~ 


When the party first enters the castle, Princess Minnie is upstairs, tending to the 

bedridden King. She then retires to the throne room, where you can consult with 
her any time. Speak to Princess Minnie to remind yourself how many mini medals 
you've tumed in, to turn in more medals, and to see how many more you need in 
order to claim a reward from the Princess. 
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IMINLMEDAL REWARDS pO eee 
TOTAL MINI MEDALS RETURNED 





@) Treasure Chest, requires thiet’s key 








Baccarat 
\ 


SEAVIEW CHURCH 

This church, located near the best docking point for a 
$ea vessel in the Baccarat region, & not only a great 
place to save the game, but also the site of the best 
inn in the entire game. Thanks to the charity of the 
Goddess, travellers can always stay here for free! 
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109 Lumping jackal Sie a) 193 32 
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_95 _|Puppet player 
[100 {Night emper 
[102 [Battle beetle 


92 [Cockateer_ 05 | | 90) 2 “ion Thioh a —-- a 
-93_} Great sabrecat___|_95_t 120) 3) : = : 49_|Treetace 
98 Venom waip : 2 t 


BACCARAT 












(@) Seed of defence (©) Strong Medicine 


: ® Fresh milk ‘e } Cool cheese 
® Seed of wisdom € ) 72 gold coins 
@ Mini medal =) Amor seco essence 


(BD) Seed of strength =) Mins medal 


@ Bunny tail € ») Mini medal 


@ cartes ©) mini medal 
(@ Dancer's costume (=) Rennet powder 
@ Mini medal S) Magik water 

( °) Mini medal @ Ruby of protection 
@ Gold ring 7) 600 casino tokens 


@ Spangled dress (2?) 200 or 400 casino tokens 














Cash and Carrie 
The twin children of the 
Hs ge casino owner, 






ee 
| 3700_| 
[Dancer's costume | 1300 [Jessica 
ee 
ut sek | 260 ftevs, Yang, dean Angele | 


cost (6) ad 









inn &F Weapon Shop 
Gold Bank Gttem Shop 


Bru BB church 





Speak to the citizens of Baccarat to 
determine why the casino is closed. 
While searching the town for items and 
clues about what's happening here, visit 
the nightclub in the basement of the 
hotel. Speak to the bunny-girl waitress 
on duty to find out where the bartender 
is, Then head upstairs to the top floor 
of the hotel to overhear an important 
conversation between the bartender 
and the casino manager. Follow the 
bartender back down to the nightclub to harass him for more information. This 

method of investigation should tally up enough clues to tell you what todo next. «5 


Find the hovel rightotub’s bartender in order 
to get the scoop on Borcarat. 












(2) Sand of serenity 


(2?) Baumren’s bell 
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Tom 

Tom is the sabrecat 
wrangler and general 
all-purpose manservant 
ao) of Master Felix. Although 
he’s an extremely friendly 
fellow, he won't be fooled 
by anyone who | the well-beaten path 
outside the Chateau. Speak to Tom to learn more about 
sabrecats, Master Felix, and the function of the Chateau. 
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Master Felix 

» Master Felix is the 
foremost expert when it 

_ comes to sabrecats, but 
few know of his existence 
__and even fewer know what 
_ he does for a living. Speak 
Nore ft rding 


ee 
1 ~~. 
Speak with Tom at the doors of the sabrecat sanctuary. Tom is under strict orders not to let just 
anyone inside, so he challenges the party with a short quiz regarding their attitudes toward cats. Your 
answers determine whether Tom will let the party proceed to speak with Master Felix. Try different 


combinations of answers to his three questions, and enjoy his amusing responses. Whenever you 
decide to get serious and give Tom the “right” answers, he opens the doors to Chateau Felix. 
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= Drinking the refreshing 
@) Treasure Chest 


waters of this spring in the 
©@ Treasure Chest, requires thief’s key 


western mountains of the 
©) Treasure Chest, requires magic key 

































PEDDLER’S TENT 

Camped on the roadside 
heading west from Argonia 
is a band of travellers. During 
the daytime only, a merchant 
seated near the outdoor fire 
selts hems and weapons. 


ROYAL HUNTING GROUND: HOUSE 
The folks who live just outside the entrance of 
Argonia’s Royal Hunting Ground are well-versed 
in the history of the area. They'll offer up their 
hospitality and provide helpful hints and advice 
concerning any upcoming tasks that the party may 
face 


Argonian Kingdom is well 
worth a visit The Mystical 
Spring attracts all sorts of 
interesting personalities. The 
party might encounter some 


Tren ait extremely informatie and 


i 


{ (@) 4 goldcoins =| eS) tron cee 
(s) Mutw medal 3) Seed of strength Li 


important people here by 
visiting at the right time, or 
after certain major events. 





= The 

@) Seed of wisdom (3) 1500 gold coins Lephepscog phates ae 

= ~ 4 pci ptey 
N @regdrastteal gop >} ties des pats 

© ggdrasil jew (@) Seed of agility * lows forsale 

(@) Lightning staff . 





ond chide hang Dy the enone 
of the Roya Munting Ground are extremely inendly and 
balahy people 


Y) Fresh mikxs 


@ Prayer ning = 7 
ws @) seed of sit 


Drink fam the waters af the 

















: Prayer ring =< ‘ 
pe @ sve: pune MM Roce athec oka 
@Diightshieed  — uf , 
if @ Mini medal a) epecaily after mojar story 
(Stee! shield x | events and alter abraining 
: be important items, to learn more 
(SS) Eagle dagger 


@&) Mini medal 
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SEER’S RETREAT 
The first time you visit the Seer’s Retreat, the old 
hermit most likely won't be at home. The Seer can be 
found at the nearby spring. Join him there to learn of 
the Mystical Spring's quatities. 
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The ext ime you find yourse’ wondering how te ure 
strange knpartant Nems, remeenber how insighthul the 
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KINGDOM OF 
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id EXP GOLD 
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(@) 38 gold coins 
® 50 gold coins 


) 80 gold coins 





( &) Rennet powder 





® ) Rennet powder 
( cy ) Cool cheese 


€ ) Strong medicine 


©) Feathered cap 


©) strong antidote 


= ) Phain cheese 





(=) Rock salt 





€ =) *Seed of magic (after 
bazaar moves inside) 


=) *Mini medal (after 
bazaar moves inside) 


(S) Mini medal 
(@ Mini medal 
@ Wayfarer’s dothes 


(@ Won axe 





@ dairband 
@ Turban 


@® Magic water 
® Leather cape 
@ Seed of strength 
@) Elfin eloar 

@ 30 gold coins 





) Mini medal 
@ mini medal 
@ Mini medal 
@ Goak of evasion 
@ Mani medal 
@ devits tal 

@ Magical hat 
@ Battle fork 

@? important Item 
G 3) Mini medal 
eS Skulll ring 


@ Moon axe 
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4300G |Hero, Angelo 
| 4400G [lessica, Angelo 
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Silver mal 
Magic vestment 





Antidotal herb 
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Chimaere wing 
Moonwort bulb 
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[War hamme FE 
[Falcon knife $ 27006 THero, Vangus Jessica, ——. rc 
[Ruby of p 1 protection | S100G Hero, Yangus, Jessica, Angelo 
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The party is forbidden entrance to the castle without first visiting the Dark Ruins on 

the Northwest isle. The party need not explore all of the Dark Ruins, but must visit 
King Clavius there before they can enter the castle. Speak to the guards at the front doors near the 
The honorable King of church to determine the reason. The throne room of King Clavius is on the second 
Argonia rules his kingdom floor. Speak to the King to learn the situation in Argonia, and how the party can help. 


with a fair hand. However, 
certain family matters are 
distressing him at this time. 
Can the heroes assist the 
King and his troublesome 
son, Prince Charmles? 


Prince Charmles 
The Prince is prone 
to hiding in the castle 
or running off to a 
neighboring town 

to escape his royal : 
obligations, causing : —_—— 

his father great concer. Charmles is worried about a ALCHEMY POT TIPS: 
forthcoming initiation ritual, in which he must go to the ALCHEMY, ARGONIAN STYLE 
Royal Hunting Ground and hunt Argon lizards. What's he ; 
so afraid of? 





King Cloves needs the ossistonce of a hew gad heroes. And ff pst 
so happens 0 few good ones have ortwet 





bandit | 
Chancellor of Argonia a 
The Chancellor is 

truly dedicated to the i ; RK: 
causes of the King and eer ; sink lage alle 
the furtherance of the 
Argonian royal succession. 
He has a beautiful 
mansion located on the hill overlooking the city. Not 
much could cause him to abandon his post, unless there 
were significant troubles at home... 


white shield 
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~ ALCHEMY POT TIPS: 
_NEW INGREDIENTS AT THE ARGONIA BAZAAR | 





\ bandit mail 
spiked armour 


| scholar’s cap 


sage’s robe 


tdemon spear (Att 


RONAN a UINILTINKS ROUND rin mars 


Recommended Level: 28 : 


~S Dragon scale 


® Mani medal 





STRANGE HARVEST 


1 the northwest section 


fruit called 


CAVE CRITTER 


nd a way to draw the Argon | 


EASILY SCARED 


y are 





Dark Ruins, 
VA 


“2 


N 


[107 [Mushroom mage | _ 
[its Tow rombee 
L1is [Lesser demon _ 





ESS 


INRA MVAPS 
IMVAIP IKIES 


( =) Breakable Bartel 
SS) Treasure Chest 
(S) Treasure Ches, requites magic hey 






LDN RAO. NUTINI 


Recommended Level: 29 


Irens | ‘ i) 


| Mini medal 
| 
H Dark Ruins map 
: 

| ©) Meni medal 
1(@ Dragon scale 
(Mirnec) 

a(S) Saint's ashes 


























THE VOID 

Upon entering the Dark Ruins, the party lose themselves 
in total darkness. Movement in any direction causes 
the heroes to ext the Dark Ruins. There must be some 
way to remove the dark veil preventing you from 
exploring this enigmatix location 
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RAISING THE CENTRAL STAIRS 
Th iiral stairs in the ¢ ha » cola 
preventing the party fro 
nearby, there 


BUILDING BRIDGES 


move 


d floor and the r 


Ippet § 





es emit scorching beams of light. If the 


id somehow be 


made to point toward some sig 


the giant mural 


haps they could be 


kant portion of 


SPARKLING REFRESHMENT 
of the ruis, 
mito the small side nber on B. 
¢ is a pool of ear water th 
ty’s HP 2 





CHAPEL OF AUTUMN 

Consider 2 visit to the church located northwest of 
Rydon's Tower before and after visiting the obsessive 
st nason, and before proceeding to the frozen 
Blizzard Peaks in the far north 


© Treasure Chest, requires thief’s key 
© Treasure Chest, requires magic key 
@ treasure Chest, requires ultimate key 


“ 142 [Robo-robin | 99 | 96 J | 32 ackyma 
153 " | 343 [Puppet master 
55 | ‘ i 46 |iron rhino 


MP BP GOW EAST j 
[108 | i ‘ HS + z 9 ey 
_142_ [inhnite} 123 | 32 A weingin’ hapster 
|_138 h 
| 216 
4 


156 [Golem 
igs [Troll 















@) Lesser panacea @ Wizard's staff 

® Magic water @ Seed of strength 
@ Mini medal (@®) Goak of evasion 
) Mini medal (® Bunny tail 

(@) Mini medal (G) Poison moth knife 








© Rennet powder @) Leather dress 





(@®) 20 gold coins (@ Dragon scale 





® 27 gold coins (@) Strength ring 
i) Seed of life @ Goid braces 










> 





Yi ' 
WEAPON COST (CG) _ EQUIP ON 
Sword breaker | 5S00G__ [essa 
> 





' ahd 
ARMOUR COST (G) EQUIP ON 

8 Cloak of evasion 30006 
Mousse __|_ 6a Hero, Angelo 

(Magic bikini | 
Magic shield | 50006 _|Hero, Angelo 


IMagical bat | 27006 [Jessica 
Iron mask | 3500 _|Hero, Yangus___] 








©) Rock sait 
S) 350 gold coins 


¢ >) Magic water 


(S) Amor seco essence 


© Fresh milk 
S) Rennet powder 








©) Dragon dung 








@ 650 gold coins 
@ Magic vestment 
© Mini medal 
S Mini medal 
7 Taan belt 

@ Seed of magic 
(2) Stone sword 


@” The Sig Book of Barriers 













80 





Romo Loems 


Master Dominico 
Dominico is a great 
magician, proud 
descendant from a long 
line of wizards and mages 
who have presided over 
Arcadia. Dominico's 
ancient ancestors were renowned for their skill and 
wisdom, but Dominico and his recent forefathers have 
grown: igre: comipaecertt sec. conceited with each 





David 

David is a young man 
who attempted to travel 
the world, in search of 
something he couldn't 
quite put his finger on. 

By the time he reached 
Arcadia, he was starving and very near death. Master 
Dominico took in David and gave him a place to live and 
David seems unable to realize that Master Dominico 


is always looking for any opportunity to humiliate and 
degrade him, and that he should have left long ago. 





Sir Leopold 

Master Dominico’s pet is 
a fearsome hound, the 
mere sight of which chills 
the blood of everyone in 
Arcadia. Over the years, 
Sir Leopold has taken on 
many of Master Dominico's more unsavory traits, and 
treats the manservant David just as poorly as the master 
magician. 





The party arrives in Arcadia in pursuit of a villain who left the Northern Checkpoint 
of the Argonia region in ruins. When you enter the tov, all of its citizens are 
gathered in the streets, Beat a path to the gates of the town magistrate and tyrant, 
the audacious Master Dominico. Enter the house and proceed to the room upstairs 
to watch the events unfold, and then speak with Master Dominico to learn how to 
remedy the situation in Arcadia. 





Caverns tne the sheets oll the way up to the doorstep of Mester Dortynvco’s 


tron rh 


UNIQUE KEY OF ENTRY 


nto of the main & 


ne stone sword in oF 
an ovta 
dime in Are 


sin events have transpired there 


Z 
4 


, 


There is » bole in the door 





SEESAW BRIDGES 


path. The by 
ve just pas 
weight tilts 


id that your weig’ 


rold them in place 


STATUE-RAISING RAMPS 
if you move a heavy obje fh mito the 
¥ certain ramps 
Level 4, you can mr 
S way, you Gan use the wer 


to tilt 2 bridge on the level above 





After you've tra t ¢ of the tower, 
it shoul PO e with the red 
Carpeting on Level ma np. However, if 
you can mane ti ver ramp on this level 
before working on the red-carpeted bridge, you 

able to reach the rare recovery ring on 





Level 11 


Level 10 


Level 9 
















MARTA’'S COTTAGE 
When you enter the frozen Blizzard Peaks, the party 
is buried under an avalanche, only to be rescued by 
a nice old lady named Marta and her faithful dog 
Boris. After awakening at Marta's Cottage, head 
upstairs to speak with Marta and the rest of your 
party seated around the table. Before leaving check BR 
out the ancient shrine behind Marta’s house 













i) Treasure Chest, requires thief’s key 
@® Treasure Chest, requires magic key 


w - _ Oa u , 6 ~ Le = F 4 
HIS i : = nr, << : Marts proves to be extremely Anowedgeate and : 
Se . ‘ ; sabia Be pany hat ae tay arb dence 
~~ —s~ : YY , 1a 
(@) Mini medat 
(@) Special antidote 
(@® Special medicine 
(©) Mini medal 
: @ Voxsrasil leat 
© Agility ring 
(Holy siver rapier 
& mini medal 
(22) important tem 
(72) Uhimate key 
(72) Nook grass x4" 










“Obie Arve htucter dxaned enter at 


Bier Coes é > > 


lORTH AR 
NNO. NAME 
58 | Dead ringe 
162 | Frostburn 
y 





Bach aaa 


Piss Desd gee Te 
Frostburn Cis to 
















5 | O | 315 58 


ORES 


) Amor seco essence (®) Wing of bat 
) Mini medal { é ) Ruby of protection 
©) Rockbomb shard ©) Chimaera wing 
(D) seed of defence chilly cheese 
©) ) Mani medal (@) Mini medal 
(@) Mini medal Ss Edged boomerang 


®) Magic water ( 7) Nook grass x4* 


“frost cbndacden Paeated other Pater on at dort Catteage 























_jHero, Yangus _ 

006 _j Hero, Yangus 
Hero, Angelo _ 

Hero, Yangus 














NOTEMORTEN 


Marek 

Although the local herb 
doctor isn’t a native of the 
Orkutsk community, the 
citizens deeply respect him 
and have come to depend 
on his homeopathic 
remedies for their wellbeing in this frigid region, When 
he's not busy at work in his underground apartment and 
lab, he often leaves on expeditions to a nearby grotto 
where he tends to his herb garden. 





&) Mini medal @) Herb Grotto map 





. ni ae 
The towm of Orkutsk is entirely 


enclosed, to protect its inhabitants 
from the harsh climate. From the pub, 
visitors may head through an exit to 
the center of the town, where the 
mayor's mansion is located. Within 
the mayor’s mansion is a stairway that 
leads down to the warm underground 
level of Orkutsk, with the citizens’ 
living quarters. Until the collapsed 
man can be removed from the top of 
the stairwell near the town’s entrance, 
this is the only route that allows you to 
reach the lower levels of Orkutsk. 





Speak to the mayor of Orkutst m the central 
inansion fo learn of Moret’s whercobouts 





(&@) Rose-wort y) 100 gold coins 





(@) Rose-roat ©) 2100 gold coins 


B) Mini medal SD) Devil's tail 


® Elfin eliar 
&) Mini medal ) Elfin els 


) Seed of fte @ cide dirk 


ALCHEMY POT TIPS: 


‘ey wt THE ULTIMATE KEY AND THE ULTIME 


liquid metal sword 


if 





(3) Treasure chest 
Ss) Treasure chest, requires thief’s key 
S Treasure chest, requires magic key 


SLIPPERY BRIDG 
alk = sh t 
mass inexplicably 

us upper po the shes to the cave floor directly behind them 


nitial cavern, & sang t pugh most of the time this se 


yweceen 
haracter’s me mt speed 
and greatly ce «the 
kelihood of sleppi 


bridge to the ground level 


TRAPPED BEHIND AN ICE WAL 


At first & may see f there’s no way to get 


the fal es t dock off the eastern b 
es and you may 
aplore the 
ermine if ar yute might be 


mehow 








[Medic ) 
1 TAntidotal herb 
|} Cumaera wing 
‘TAmor seco essence 
{Dream blade 






és > 
DESERT CHAPEL 

Before proceeding further into the wasteland, stop 
off at the Desert Chapel to confess and save your 
progress. A cheaply priced inn allows the party to 
recoup as often as needed, and 3 merchant behind 
2 counter sells items. Speak to the person attending 
service to learn cues regarding an alchemy pot 
recipe 


DESERT WELLS 
Several wells scattered all around the Desert provide 
more than just a cool, dark place to escape from the 
heat, inside, you'll discover a faster means of travel 
around the desert area 





Mii ialis 1 oy 












ie Dragon Graveyard map 
1@ Mini medat (©) Treasure chest 

S) Treasure chest, requires thie!’s key 
& Treasure chest, requires magic key 


(@)htem Bog 


( my Dragon dung 


i@ Dragon shield 
je 






















MOUTH OF THE 
DRAGON 

i's somewhat difficult to 
depict on these maps, but 
note that the only problem 
with navigating through the 
Dragon Graveyard is that 
in two instances, the party 
must pass through the open 
mouth of a dragon skull to 
proceed. 


Doors of Judgement 


Dan't worry This tug leard 
han’ eaten any adventurers 
m ages! 
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© Treasure Chest 
@& Treasure Chest, requires magic key 


"152 [Hoodlum 
135 [Killer moth 


4s 


SWEET BIRDSONG 

Cows aren't the only animats providing tems on the 
holy island of Savella. Certain birds in the central 
and northwest portions of Savella also up items 
wren “spoken” to. The only problem is being nimble 
enough to catch up to these evasive little critters! 


Lord High Priest's 
Residence 


rN 


ae 


y ” 










inn Ed ttem Shop 
Armour Shop 8) Guech 









fo) Mint medal 


4) Seed of wasdom 


| 


72) Dragon slayer recipe 





Antidota! herb 
Holy water 

Chimaera wing. 
Moonwort bulb 

















Partisan 
Holy silver rapier 

















Aside from the massive Goddess statue on the Holy isle of Neos, Savella Cathedral is one of the largest and most gorgeous 
monuments to faith in the world. People from al walks of life come to Savella to kneel on the steps and pray to the 
Goddess for guidance, divination, and deliverance from evil, The people here know 2 great deal about the workd, including 
hidden locations where you might not have thought to look 


*: | was sailin’ down @ river in the Eastern 
Continent when | sew this really weird cave 
under a bridge! What a find! 





Spell to the pilgnens veavting Sovello Cathedbal to fad out where to 
stort the journey to firid o hidden word 91 
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PIRATES GOVE (FAREBURY REGION)™ 


IRIE MVAPS 


Ire 
(S) 790 gold coins (@ seed of magic . IVA KEW 


(=) Mini medal ®) Rock salt Ae {(g Treasure Chest 

: ; (SD Treasure Chest, requires ultimate key 
(@ Breakable Pot 

(©) Breakable Barrel 


(=) Magx water DH) Hades heim 
©) Pirate's Cove map @) Bone shield 
W®) Mini medal @ Mins medal 


b) Mini medal 2) important tem 




















DEAD END 
LOCKED ENTRANCE 
You cannot enter the Pira 
the ultimate key. Use it to unlock th 
the docking point 


B's the diary of 2 Simpletonian. 


=. 


SLUICE 


A duice gate on Level 4 allows 


but from what? 


DROWNING LADDER 


0 the inside \ 


t the old p 


center of the 





ISOLATED® 
PLATEAU 





WORLD INFAMOUS MONSITERS 






MAPKEY 


(©) Treasure Chest 
Ss Treasure Chest, requires ultimate key 


vw 
Da SY ae at 
Irems:Founo} 
—3~~ 
CW) Fresh milk xs B Lesser panacea” 
@)mini medal — GHatighty armies 


© Magical mace Ss Elfin elixir 


7) 
{ « 
. 
\ . 
Godbird’s 
Eyrie 
94 


Ochre’ Ogre 


ENIGMA IN STONE 
A strange monument stands on the highest hill near 
the center of Empycchu. Being so high and so large, 





Slime 


Designer perhaps it's a beacon to some force from above? 


= an 


A 





Speck to the residents of the oxcby town tp Jearo the 
Astory ond tuncton of ths strange monument 














1st_|infinte| 49 | 16 





183 | Demon thunderer 
| 186 [Grim rider 





250 | 48] 
os | 2 | 









73. | Elysium bird | 
("179 [Mucho macho 


188 | War gryphon 





Bi | Infinite | 149 Lv 
ar | A) | V7 [Stone golem 
| 182 |Tyrantosaurus 
| 188 | War gryphon 


183 | Demon thunderer 
| 186 |Gnm nder 


ike Be) } 
a 
283 | 57} 
305 | 59 
67 | 138 | 











EMPYCCHU 


mnvweres 


@) Seed of strength ® Rock salt 
(@) Red mould (@) Rennet powder 
(@) Waterweed mould ® Fresh milk 


@ ) Mine medal ( 2) Mani medal 


(@) Mini medal g y Fur poncho 


( a Seed of skill @ ) Special medicine 


® Chimaera wing 








Hero, Angelo 
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, —. 2~ ALCHEMY POT TIPS: ; 
NoTawoniiN LLocas yao ALCHEMY IN THE LOST WORLD 


Chief 

The village chief is the 
eldest and wisest member 
of the tribe that inhabits 
this region, therefore, 

the one person who the 
party can speak to about 
recent events in this area without hearing a bunch of 
superstition. The chief knows a great deal that the heroes 
need to leam if they have any hope of flying. 








The residents of Empycchu are extremely primitive descendants of people who 
have been shipwrecked on this mysterious island over the centuries. Some of the 
denizens arrived more recently, such as a peddier who has set up shop in one of 
the eastern huts, and a wandering priest who wound up spreading the good word 
here entirely by accident 





*: It was so rare to see her shadow, so rare for 
us. But recently, we see her shadow more and 
more often 


Pa 





The people af Fmpyeohu may be peimdve. but they brow 2 greut dea! about same of the 
mote mysterious features of the island 
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Dark Empycchus 


@ 
S) 


View 





a 
Godbird's Eyrie 
(Dark) 





DY AIRGLe PA Kee 













(@) Seed of magic = (@) Premium mould 


(@®) Rock sat ® Dragon scale 

| &) Mini medal C) Fresh mitk 

{ ®) 180 gold coins (@) Mini medal 

{ &) Cowpat (@®) Mini medal 

{ os Mim medal Ss Special antidote 


(@) Cold cheese 












Magical mace | 


Mercury's tapier_|  10500G nee 
0 13000G 
7TI00G _ | Yangus, Jessica 


| 13300G Hero, Angelo 














The reaction of the townsfolk to the appearance of the colorful heroes in this eerily dark world is that of shock and awe. But even in the middie of the commotion, one thing 
that’s immediately apparent is that everything in the light version of Empycchu has a mirror double here. After taking another stroll around the village to gather items and 
learn clues from the locals, speak to the shadowy double of the chief in the largest hut to learn about this place and its connection to the heroes’ journey 


Chief 


Gojoshar! Welcome to Empyccha. You've seen our 
village, yes? Then let me tell you something 





Spec fo this dort world’s versean of the chiel to understand what As found in the heroes’ home world Store wreachite 


the charorters can do tn exxape from this colorless situation stands in the center of the island What wilt atte 
characters approach this mwroesmage handinark? 
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Co) Godbird's Eyne map 
fe 
<) Gold nugget 


‘ [Dark skeleton 
_184 [Dark star 
Dark minister 


189 [Dark turkey 
391_ [Dark dultahan _ 
194 |Darkodile 








SVACCESSIBLE 


. 


MAPS Weed 


ag ‘ 
Highplace on 
Northwest Isle 


MVANP 


(&) Breakable Pot 
@ Treasure Chest 
& Treasure Chest, requires ultimate key 


Bd 
7. 


Mysterious 
Altar 


Highplace near. 4 


Hill on Argonia‘s Neos 


f- 
Western Border .. 


” 
=. 


Oe, 


Mountain Overlooking 
Desert 


Godbird’s Eyrie } Empycchu’s 


South Rise 


HP 
L173 [Elysium bird | 73_ | 32 | 163 | 43 


L196 [Bloodyhand__| 192 [| o | 146 |) 17 Siggad 100 [Nightemperor | 100 | o [93 [46 | 


ght emp 
L 192 jkiller croaker 183] 14 | 166 | 16 


~ 


= 


a 


a 


OF 


‘DY 
> “vt 
ne 
r 


7 

. 

: Egeus’ = 
Oe 


eo e 
_Ascantha Uake 
Island 


I 
LP LLAal 





m 












\ ‘ Yegdrasil leaf 
| b) Mini medal 
. 





7?) Mini medal 





} 





The friendly monsters in the field provide valuable clues. They tell you about the engraving in the sheltered area, 2s 
well as an item hidden in the sandy area surrounding the water near the tablet 


*: She buries everything she collects in the 
sand 


Speak to the friendly roosters fo lear wtiy they devel wn this 
snpstenous Jocoton. 
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WANS TTEROUSI. VAR 





W 


This amazing structure is atop a mountain east of Chateau Felix. The origin and function of this place 


is completely unknown, There's a statue of a dragon perched over the stone marker as if it were 
protecting it. Who built this place and for what reason? 


nothing written on the stone marker 





the character nobces thet the monument & not marked Perhaps 
marlengs might become Oearer at sane later time. 


ITEMS. ; Founp 
F@ Rusnous shield 


Hill on Argonia’s 
Western Border 











a CONE CIN DM 0 (TE 


~ tres Founp 


Conqueror’s axe 


* 
- 


Howlwind Hill 


ALCHEMY POT TIPS: 
SOMETIMES A CURSEISA BLESSING| 


Godbird’s soulstone 


sun crown 


timbrel of tension 


metal king shield 








©) Mini medal @ Dragon dung 


@ Gold nugget & Orichalcum 
: ug - 


@ Mini medal 











} |Elyssum bird 
Dragun 


[Zombie gladiator 
one golem _ 
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W 





UNTRODDEN 
GROVES 


WORLD INFAMOUS MONSiTERs 


a a 


ArctFarchdemon 


2 Treasure Chest, requires ultimate key 








(@) Fresh milk x2 


(@ super spicy cheese 





(@ Mini medal 
=) 
. 
¥ « 
“a 
” 
[ty 
) 
Mt 
{ 
iy ™ 
aan ¥ 
a 
| 
} af UT fu 
| 161 [Dark slime | 9 
|_171_ | Metal slime kang 20 
1.184 [Dark s star | 236 
192 [Killer croaker | 183 
[193 [High ro F 





Claws 





1206 | Fowlfighter 285 | Ir 


112 














(S) mini medal B) Yexdrasil dew 


() Elfin elixir (@) Mini medal 


(©) slime crown Z) Staff of antimagic 
©) Premeum mould 


@) Seed ot defence 
"COST (G)_ EQUIP ON 


Hero, "Jessica (knife skal 


igant armour 


Mirror armour 





3 
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TRODE‘S? RELIEF 
Jia 


Finally, a place where poor King Trode can shaw his hideous face without concern! 
Speak with the monster just outside town, as well as the bartender, to learn all 
there is to know about the Tryan Gully community, and why Trode should be 
extremely happy here. The monsters are very capable of crafting amazing weapons 
and equipment, so visit all the shops and purchase whatever is affordable. Then 
proceed across the bridge and into the small shrine to speak with Raya, Drang, and 
a gigantes, who are some of the co-founders of this enlightened brotherhood. 





ALCHEMY POT TIPS: 

A FEW FINAL CONCOCTIONS 
Time to make a new bow for Angelo in alchemy pot! Purchase the bow from Tryan Gully’s shop. In spite of tts fabulousness, do not equip it 
instead, combine it in the alchemy pot with Eros’ bow and Cheiron’s tm the awesomely powerful Odin’s bow (Attack 125) 


The mirror shield sold in Tryan Gully is risky to use, since it reflects even healing and status-boosting spells, Instead of equipping the mirror shield, 
drop it into the pot along with a white shield and a holy water to create a saintess shield (Defence 46) for Jessica. Next, purchase a thinking cap 
and mix it with a gold nugget and a silver tiara {sold in Argonia) to make Jessica a golden tiara (Defe 


Strong shields and helmets are helpful, but nothing matches a good surt of armour. Acquiring Jessica's best costume change requires a two-stage recipe 
First, mix up a Shimmering dress (Defence 67) by combining a spangled dress (found in Baccarat) with a gold bracer and a ruby of protection 
Then mix the resulting shimmering dress with the dangerous bustier that Princess Minnie awards to travellers who collect 99 mini medals. The resultant 


divine bustier (Defence 105), with its high defence. ensures that Jessica will maintain her “VA-VA-VOOM!" for the remainder of the game 






RECIPE SUMMARIES ' - 

Oidin’s bow =Eres’ bow + Cheimnrt’s bow + great bow _ Shimmering dress « spangded dress + yold Drdcer + tuby of protection 
"Saintes shield » white shield + mirror shield + holy water Drine buther= dangerous bustier + shimmering dress 

Golden bara = aN tiare + thinking cap +. gold nugget 





LORD et ANTES ASI RE Dea NVA Rar 


INRIA MVAPS 


(B) Mini medal @ sage’s robe 


(©) seed of tte (BD Mani medat 
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@& treasure Chest 
(@ Treasure Chest, requires magic key 


an GT ; 78 | ‘ peror 
ail henster 103 5 . = | | J ge ‘ peor 
vate Lge a : D4 [Skeleton sokter 
107_ | Mushroom mage 
LIS [Tome zombee tii 










@ Scholar's specs 
(@) Spy cheese 
@ Gold rosary 
@) 16 gold coins @ Seed of skill 







COST (G) EQUIP ON 
Full plate armour__| 2300G [Hero 
pines surys, _} Bae, suai, 
Light stweld | 2250G_[Hero, Yangus, Jessica, Angelo _| 
Steel shield | 25006 [Hero Yangus | 











@® Chimaera wing (2) Templar Captain’s ring 









® 80 gold coins 





Her, Tesia (ine sil), Angelo 
Yaragus 


Cloak of evasion | 3000G [lessica Angelo | 


; COST @ EQUIP ON 

BEdged boomerang | 1360G [Hero “ 
Chain whip 
See 37006 Tvangus — 

Dream blade | 47006 |Hero, ‘Jessica (knife skill), Angelo 

Holy silver rapier_ | 6600G | Angelo 





i Gms Gime 
eee es 


special occasion. 
Check out the wiew of the Goddess stotue 


from the top of the guard tower near the 
entrance af town. 





rene 


N REA MAPS 
INVANP IMIEW 


&F Weapon Shop 
a Edtem Shop 





The pilgrims visiting the holy island and its citizens, who profit from the tourism industry, are generally friendly and informative 
people, but no one on the island has enough clout to get the party past the Templars guarding the entrance to the shrine at the 
base of the stone Goddess statue, The only way the party can enter the shrine is when the public is admitted for some sort of 
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a(S) Meni medal 
} 


1(@ Hell sabre 
YCOP: 
(7?) Seed of strength x2 |Snapdragon 











1(2?) Seed of life x3 


Se 


Linea (oom hess 


f 

~ ——~ 
This hidden dungeon is extremely easy to navigate. Proceed across the suspended platforms that form a path to the back room, 
where someone of prominence in politics can be heard begging for release. Speak to the monsters in this chamber to determine 


what can be done to resolve the situation 

















) Treasure chest 
(D Treasure chest, requires ultimate key 





BERD feds « bell sobre ent pets it in the beg 


- 





the hell sabre found i the Troll’ Mare 
is an ixrecibly ponertal ready-to-weld 
weapan for Angelo. 


-) Breakable barre! 
( ®) Breakable pot 
[) CabineyWardrobe/Cupboard 
(©) Treasure chest 


s. ) Treasure chest, requires ultimate key 














| Black Citadel map Cured cheese 500 gold coins 





Sage’s stone loiche dirk 200 gold comms 
| B) Dark robe ) Orichalcum S) Seed of defence 
| ®) Premium mould ) Hard cheese ) Prayer ning 
= 
Rock salt ) Yegdrasd leaf © Orhalcurn 
Seed of life Saint's ashes &H Saver shield 






COLLAPSED STAIRS 


initially, getting around in 






the outdoor portion of the 
Black Citadel is diffxull 
because certain starways are 











collapsed, such as the central 






one leading from the lower 






level up to the mezzanine 






in order to reach the switch 







that raises these stairs, the 





heroes must navigate and 





search through this massive 






Chadel. However, raising these 






connecting paths makes it 






case! to navigate through the 
Black Citadel a second time. 
in case you find @ necessary 








to leave and seve your game 






or use the alchemy pot 











Collapsed stainmoys force the 
heroes to explore every meting MERC ag 
noak and cronny of the outdoor 
orest, looking for a way to reach 
the top al the tower. 






MYSTERIOUS MESSAGE 


Examine the tnightening plaque at the bottom of the 






room. Although the meaning of the inscripbon may 






seem vague, keep it in mind while navigating the 






contusing lower levels of the Black Citadel 





Level 1 





The Lord of Darkness spoke to me. He seid, 
when fost in the city of the spiral, you must 
never felreace your steps 


A message engraved #1 obsidian stone Aid in the aty 
of ew? 
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ge of the balus 
What good can come af 


mx th adie in such a 


entrance Stair 








CRUCIAL POINT 
Examine the dark - 









Spiral 1 








The stone face resco near the 
entrance uf the dovmnward spirat 
offers the party a boost before 
the cuca bottie 


Spiral 3 


Spiral 4 





Spiral 5 





a a, 


Spiral 7 
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SIDE. CHES 






ia itowen 


but they do have value on the tiny 
island kingdom that is home to 
Princess Minnie. 


The more medals you deliver to Princess Minnie, the more rewards you can earn, 
You cannot purchase or find most of her rewards anywhere else, and many of them 
are quite powerful. Keep your eyes peeled for medals and return to her frequently! 


bus 


CHECKLIST; 
Ls 


— 


The following section contains a brief listing of the number of medais in their 
corresponding areas. Note that, in some cases, you will need to acquire an item first. 








# OF MEDALS AREA 


[Jt | rarepury 
|__| -PEREGRIN Quay _| 
Chetan Sete) 


 MAELLA ABBEY _| 
aT simperon 
2 nuinen ane _| 
J ricxnam | 


sf news ven 
me ae 
ee 
5] tropa casi | 
mote note 
|? | amines case 
| | carneoea, 
[J seamiew cron 
er ee 
| ses werent 
J ancona 
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This chapter contains data and strategies for the many optional side quests and mini-games that you 

can experience alongside the game's primary quest. You can spend as much or as little time on these 
diversions as you like, or ignore them entirely. The challenges they offer are great, but those who succeed 
_ will be well rewarded. 


The medals are hidden in towns, dungeons, the field, and even homes and inns. With 
one exception, they are always inside a cabinet, a pot, a barrel, a hanging bag or a 
treasure chest. There are 115 medals in all, but you only need to find 110 to get the 
final reward. Most of them are hidden in the towns, but nearly every major area has 
at least one. Use Yangus’s Nose for Treasure (a skill learned when you assign 16 skill 
points to his Humanity skill set) to make finding them a little easier. 


P28 Medals , 
by Jessica ; 
Posh waistcoat (armour); defence: 48; equipped by Angelo 
45 Medals 


Staff of divine wrath (staf); attack: 35, cast Swoosh 
when used in combat: equipped by sessica, Angelo 


8 OF MEDALS 


ac a 


cn vr td eet 
equipped by Hero, Jessica 
” 75 Medals 
“i Secred armour (armour); defence: 84, regenerates 
wearer's HP; equipped by Hero, Angelo 


2/83 Medals 

a 90 Medals 

‘Metal king helm (helmet); defence: 55, increases 
resistance to status effect spells; equipped by Hero, 
Yangus, Jessica, Angelo 
99 Medals 
Dangerous bustier; (armour); defence: 1, changes Jessica's 
appearance; equipped by Jessica 
gr LET 

attack: 125, hits all enemies; 

equipped by Yangus 


tT ceorre corner 
sf orkursk 
|__| HERB crorro | 
| # _ | Pirare’s cove | 
ae 


| _ | DARK EMPyccHu | 
| 2 | Gopeien’s EvRie | 


eee 
eT uxnown- 
Fronts ware 
_- a 
| t | barnes | 
Te cvs pure rare 


LORD HIGH 
PRIEST'S 
RESIDENCE 





You can play at a casino in Pickham as 
soon as you reach it. Stakes are low 
here, so it will take perseverance to 
win tokens to redeem for prizes. You 
can earn—or lose-tokens much more 
quickly at the high-stakes games in 
Baccarat, but that casino doesn’t open 
until much later in the game. 


Instead of gold coins, you gambie with tokens that can be purchased at either 
casino for 20 gold coins apiece. Win enough tokens and you can redeem them for 
prizes, which differ in each casino. You cannot sell the tokens back for gold, Later in 
the game, you can also earn tokens by completing a side quest in Baccarat. 


You can play at this casino 
at any time after you reach 
Pickham. It offers only 
one-token siot machines 
and a bingo counter, so the 
stakes are quite low. You 
must spend a lot of time 

at the slots—or get lucky 

at bingo—to earn enough 





tokens to claim this casino’s 
top prizes. 


This casino has higher stakes and offers 
better prizes. However, you must first 
resolve the matter of Golding’s estate 
for it to reopen, which isn't something 
you can do on your first visit to 
Baccarat. Once it reopens, you can earn 
money quickly by playing roulette or 
the 100-token stot machine. 





The prizes for redemption in Pickham are: 


3 100 Tokens 

Magic water (item); restores 30 or more MP to ally 
500 Tokens 
Silver platter (shield); defence: 8; equipped by Jessica 
1000 Tokens 
Agility ring (accessory); agility: 15; equipped by Hero, 
Yangus, Jessica, Angelo 

Gaga 1500 Tokens 

Titan belt (accessory); attack: 10; equipped by Hero, 

’ Yangos, Jessica, Angelo 

va 3000 Tokens 
Rune staff (staff); defence: $0, casts Kabuff when used; 
equipped by Jessica, Angelo 


ff 5000 Tokens 
Platinum headgear (helmet); defence: 30; equipped by 
Hero, Angelo 








The prizes for redemption in Baccarat are 
























1000 Tokens 
Prayer ring (accessory); defence: 5, restores MP when 
used; equipped by Hero, Yangus, Jessica, Angelo 

3000 Tokens 

Spangled dress (armour); defence: 46; equipped by Jessica 
5000 Tokens 

Saint’s ashes (item); used in alchemy 

10000 Tokens 

Falcon blade (sword); attack: 37; attacks twice; equipped 
by Hero, Jessica*, Angelo 

X 50000 Tokens 

Liquid metal armour (armour); defence: 101, reduces spell 
damage; equipped by Hero, Yangus, Jessica, Angelo 
LF 200000 Tokens 

Gringham whip (weapon); attack: 127, hits all enemies; 
equipped by Jessica 





SLOT MACHINES 


The slots in Pickham are single token machines only, while Baccarat hosts 10- 
token machines and even a 100-token machine! If you have enough tokens, you 
can make up to five bets per pull on any machine, allowing for three-of-a-kinds 
on each of the three horizontal pay 
lines and two diagonal ones. You can 
continuously play the slots, betting all 
five lines each time, by pressing up on 
the directional button or the left analog 
stick repeatedly. This simple control 
scheme allows hardcore gamblers to 
keep the slots rolling while they focus 
their attention on other things 


All slot machines are not created equal, While their reels stop at random positions, 
the assortment of icons on their reels can encourage occasional large payoffs or 
frequent small ones. You wall win less often on the long-shot machines, but the 
payoffs for winning will make up for it 


The Best Slots in Pickham 


There are eight siot machines in Pickham, although some other person will be 
using the third machine from the left most of the time. He’s welcome to it, as it 
has the worst odds of the bunch! But all the machines have the odds tilted in your 
favor by varying degrees, The fourth machine (starting from the left) is the best 
performer, offering nearly a 90% profit on your investment! Machines 5 through 7 
are all quite profitable as well, around the 70% range 





Keep in mind, though, that these returns are over the Jong term and factor in 

the odds of scoring a 777 jackpot. Machine 4 offers the best chance of scoring a 
777, and even then, the odds are 1:1543. If your goal is to slowly and safely build 
your stake, use machine 6 (starting from the left), which will return around 30 
tokens gained for every 100 spent even when the odds of the top three jackpots are 


stripped out of the equation. 
a 123 
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The Best Slots in Baccarat 

Among the one-token slots on the left side of the room, the third machine offers 
fantastic odds, but they're heavily dependent on the 1:578 chance of scoring a 500x 
payoff. If you don’t have a lot of tokens to play the slots, you'll get more reliable 
odds and a nice rate of return from machine 4. The 10-token stots on the night all 
offer roughly the same rate of retum 





The 100-token stot in Baccarat is the ultimate long-shot machine. Its reels have 
seven sevens instead of the usual three or four. This means your odds of scoring 

8 1000:) jackpot are approximately 1:772. That's an average return of nearly 30% 
on your investment before you add in the payoffs from all the other rows! When 
totaled, they add up to an average return of over 2 tokens for every one you put 
in. Of course, these are long-term gains and you'll need to spend a lot of money to 
exploit them. If you can only afford a few pulls, you're unlikely to get the 777 you 
need to come out ahead 


BINGO 


Bingo is the highest-stakes game in Pickham, as you can wager 100 tokens per 
game. (In Baccarat, the limits are raised to 300.) The point of the bingo game is 
to score a bingo in any direction within 10 tums (the middle square is free). The 
sooner you do so, the higher the payoff! You have no control of the action once 
you make a wager, so just sit back and see what numbers the cureslime pulls! 


BLUME Binog 





semi a z= 


Bingo doesn't offer great odds, but the potential payoffs can be huge early in the 
game. You may want to consider playing this game at the end of every play session; 
save your game, go and enter the maximum bet. If you don’t come out ahead, you 
don't need to save your progress. 




















BINGO PAYOFF CHART 

TURN PAYOFF oops 

ar 400x 000456 

ss 200x 02% 

e 100x 07% 

7 hw 50x 2% 

8 25x 496 

bi 10x 7% 

10* 5x 129b 





ROULETTE 


The roulette table is for the real gamblers, You can lose a fortune in a flash, or eam 
& huge payoff. The maximum bet is 500 tokens and you can make as many bets 
as you want. The roulette table consists of 28 numbers. You can bet on any single 
number, split your bet between two or four adjacent numbers, bet on a column of 
three or two adjacent columns of six, or bet on a row or square of nine numbers 
You can also make a bet on odd, even, red, or blue 


But it all works out to the same odds, 
right? Usually that’s true, but the 
Baccarat table has several quirks 

that alter the usual odds. Observant 
players can exploit these quirks to give 
themselves an edge 





SS Zero (0) is neither even nor odd, nor blue or red. That leaves 
27 numbers, 14 of which are odd, and only 13 of which are 
even. Fourteen of them are red and 13 are blue. So odd and 
red actually offer falr odds, while even and blue are sucker 
bets. 


“ge There are a lot of betting options but the payoffs are 
inconsistent. Any single number is a fair bet, with a 1:28 
chance of success and a 28:1 payoff. A split bet (two adjacent 

numbers with a chip betweea 
them) will double your odds 
and halve the payoff, which Is 
what you'd expect. But if you 
bet a street (a column of three; 
place the token at the bottom 
of the column), you end up 
with 1:9.33 odds and only a 
8:1 payoff. Those are the worst 
odds on the table! 


qe While o column offers an 8:1 payoff, a pair of adjacent 
columas (six sumbers; place the token at the bottom between 
two columns) has a success rote of 1:4.67 with a 5:1 payoff, 
50 the payoff significantly beats 
the odds! A “double street” is 
hy far the best bet on the table, 
and ie the jag ren you'll earn 
107 taleens fer every 100 bet. 
Batting four souble streets Is a 
reuvonaity sate way to make 





inside (1 number) 28:1 100% 
Split Q adjac ent numbers) a4 100% 
Street (3 numbers in column) 8:1 86% 
Quad (4 numbers in square) 71 100% 
Double Street 5:1 107% 
(6 numbers in two adjacent columns) 

Triple Street 31 S64 
(9 numbers in block of three columns) 

Row (9 numbers in horizontal line) x 964 
Evens (13 numbers) 21 53% 
Odds (14 numbers) 21 100% 
Blue (13 numbers) zi 93% 
Red (14 numbers) 2 100% 


After completing the chain of events that begin in Pickham and end at Red's Den, 
you can return to Dodgy Dave in his hidden shop behind Pickham’s smailer pub 


He'll ask you to make custom items for him with the alchemy pot, and he'll pay 
generously for them. For certain items, he'll trade some of his rare items. 








Dodgy Dave doesn't reveal the recipes, just the name of the item. You must 
determine the recipes, or find them in @ book. After giving Dodgy Dave everything 
he asks for, he starts over from the beginning, asking for the special mediane 
again. You can continue to fulfill his orders tor gald, fut you'll only get items in 
trade the first ime. 


DODGY DAVE'S REQUESTS _ — 





ITEM REWARD 
Specal medicine ss. S00. gold ee 
Reinforced boomerang 1200 gold _ 

Ring of imenunity | 5 Bandit axe ts 








Bandit axe (weapon) 


Attack: 55; equipped by Yangus 


Happy hat (helmet) 
Defence: 31, recovers MP as you walk; equipped by 


Jessica, Angelo 
Big boss shield (shield) 
Defence: 50, casts Kasap when used; equipped by Yangus 


Tis, Tacxs, sow Exsmm Ecos 


The following section contains some really useful advice on strategies and some 
cool extras that make this game even more enjoyable. It even reveals some 
hidden Easter Eggs! 





Stealing items from enemies with Yangus’s Steal Sickle or Stainless Steal Sickle 
ability requires a great deal of persistence. Fortunately, there are a few tricks to use 
to improve your chances of success. 























repeatedly on the target while Yangus uses Stainless 
Steal Sickle. (Jessica’s Whiplash and Angelo’s Angel Eyes 
are also effective.) Even if the target is already asleep or 
paralysed, using the spell or ability on a regular besis will 


score to 0, so Yangus will do ne more than 1 point of 
damage each time you try to steal! 


Even when on 
enemy is sound 
asleep, you'll often 
have about at 
in 100 chance of 
success. Try this to 
improve the odds: 
eliminate all the 
other monsters; 
keep your target asleep or poralysed; and have your 
other party members repeatedly defend. Then have 
Yangus (with a skull helm equipped) use the Stainless 
Steal Sickle repestedly until it succeeds. 





You'll encounter metallic members of 


the slime family throughout the game 
They typically flee right away, but if 
you can manage to defeat one before 
it gets away, you will receive a ton of 
experience points, 


When you acquire the Godbird’s 
soulstone, fly to Hovdwind Hill (just 
north of Rydon’s Tower) to find legions 
of metal monsters. This is the ideal 
place to rack up experience once you 
master the small handful of skills that 
are effective against the creatures 
Most attacks, spells and abilities cause 
0 of 1 point of damage to metal 
monsters, regardiess of the user's attack strength! 125 
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The best attacks are the Hero’s Thunder Thrust and 
Lightning Thrust spear skills and Yangus’s Hatchet Man 
and Executioner oxe skills, Since critical hits deal damage 
regardless of the target's defence, these abilities can do 
several hundred points of damage, effectively killing any 
metal creature instantly. 


Another option is the Metal Slash sword skill learned 
by the Hero and Angelo, which can deal 1-2 points of 
damage. Pair this skill with a faicon blade or iber falcon 
blade to possibly double the amount of damage. 


The liquid metal sword inflicts a flat 2 points of damage 
to any metal creature, but only on a regular attack. The 
damage is not doubled by the Falcon Slash skill. 


Characters who lack these skills should use attocks or 
weapons that strike twice. Since every hit has a chance 
of causing 1 point of damage, the more hits the better. 
Maltishot, Multithrust ond Multifists can be effective, es 
can Jessica's Twin Dragon Lash or Angelo’s and the Hero's 
Falcon Slash. Also, the two-hit falcon knife, falcoa blade, 
liber fatcon blade, and iber double-edge are effective. 


(oe) 


50010 Exp! 





After everything you went through to get Baumren’s bell, it seems a pity to kill the 
sabrecats you encounter in combat. Fortunately, you don’t have to! Whenever you 
encounter a sabrecat, ring Baumren’s bell (keep it in a character's inventory) and 
they'll fiee the battle 





The Yggdrasil leaf shop at the Argonia bazaar has 2 strict one-per-customer policy, 
and the shopkeeper refuses to sell leaves to anyone who has one in his or her 
inventory. It isn't clear how exactly she knows this fact, but her sensory powers 
can't seem to penetrate the metal of the alchemy pot. 





To buy a second Yggdrasil leaf, drop the first one into your alchemy pot vaith 

a bottle of magic water or a set of red and waterweed moulds. Both are viable 
recipes, and you can buy a second leaf while the pot is working. Afterward, return 
to the pot and cancel the recipe to return the first leaf to your inventory 


You probably know that talking to a cow will get you a bottle of fresh milk, but did 
you know that certain birds have items as well? Two birds in the Savella Area carry 
items, and both are quite precious: a seed of magic and 2 seed of life! Youl 
find these tiny tweeters on the paths that lead away from the cathedral area. 










COMBAT, SPELLS 


® Characters usually learn new spells simply by gaining levels, although some are tearned from spending 
skill points on certain skill sets (particularly Staves and each character's special skill set). A small handful of 


skills are learned from in-game story events, mus 


The main stat that affects combat spells is wisdom. The higher the caster’s wisdom value, the more damage the spell 
will cause (building tension also increases damage in most cases). With spells that apply a status effect, like sleep 
or paralysis, the caster’s level largely determines whether the spell hits or misses. Spells that lower enemy 
stats or boost your characters’ stats typically have fixed effects and rarely miss, although the targets may be 
immune to their effects. 







an amount equal to their base agility 
score, The effect lasts until the end of 
the battle. 


DESCRIPTION: Stop one group of ; - DESCRIPTION: Enguits a8 enemies in a 

enemies trom dancing for several turns. targe explosion. 

NOTES: Prevents dancing attacks (ike 4 PA, NOTES: Typically deals 42-54 points of 
Dance) trom being used é damage but can cause up to 102 polits 

for 6-3 tums. Has no effect against ‘ A 

most foes. 


Angelo learns at 3° 


Ae A charisma’ 





127 


128 






DESCRIPTION: Siasts all enemies with 
an incredibly violent explosion 


NOTES: Typically deals 104-120 points 

of damage but can inflict up to 200 

points of damage based on caster's 
wisdorn. 










TARGET: Al enemies 
MP COST: 15 
TENSION BOOST: Yes 













DESCRIPTION: Forms 2 protective 
barrier that reflects the enemy's and 
party’s spells alike. 

_ NOTES: The barrier surrounds the 

» aster for 6-9 turns and reflects spells 
cast by allies and enemaes alike. 











TARGET: Caster only 
MP COST: 4 










DESCRIPTION: Raises the: delence of a 
single party member, 

NOTES: Rarses the defence of one ally 
by 5040 of his or her base defence score. 
The effect Lasts for 2-40 turres, 










TARGET: One ally 
MP COST: 2 
TENSION BOOST: Yes 











DESCRIPTION: Raves the defence Ta 
all party members, 


NOTES: Ranies the defence of each ally 
by 29% of his o her base defence score 
cach time its cast. The effec: lasts for 

7-10 turrs, 










TARGET: Alt Allies 
mP cost: ~ 
TENSION BOOST: Yes 
















DESCRIPTION: Pierces a single enemy 
with razor-sharp socles. 

NOTES: Typically deats 20-28 points of 
_ damage but can deal up to 52 points of 
damage based on caster's we 










TARGET: One enemy 
MP COST: 5 
_ TENSION BOOST: Yes 













DESCRIPTION: Rips mito 2 group of 
enemies with sharp locies. 


NOTES: Typically deals 34-46 points of 
damage but can cause up to 86 points - 
of damage based on caster’s wisdom. 









TARGET; Enemy group 
MP COST: 5 
TENSION BOOST: Yes 





Htceackcet 
DESCRIPTION: Skewers all enemies 
with a bail of sharp sdcles 

NOTES: Typically deals 64-83 paints of 
damage but can cause up to 157 pants 
of damage based on casters wedom 













TARGET: Ai enemies 
MP COST: 1) 
TENSION BOOST; Ye 











DESCRIPTION: Exvelops a group of 
envinies in Musions 


NOTES: For 5-6 turns, affected foes 
will mntss frequently with physical attacks 
agains! your purty 











TARGET: Enemy gfoup 
MP COST: 5 
TENSION BOOST: No 





- 


DESCRIPTION: Reduces 2 group of 
enemies’ resistance to magical otlacks, 


NOTES: Makes locs wrak lo magic- 
based attacks and status effects for 


6-9 turrets. 





DESCRIPTION: Stents MP from a 


NOTES: Amount stolen depends on 
enemy's current MP and caster’s level 






DESCRIPTION: /revents a group of 
enenwes fram using magx. 


NOTES: May not hit all foes, The effect 
lasts for 7-10 tures 









DESCRIPTION: Singes a single 
exemy with a small fireball 


NOTES: Typically dezis 10-15 pots of 
damage but can inflict up to 24 powits 
of damage based on caster’s wisdom 
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DESCRIPTION; Burns 2 single enemy 
with a large fireball 






NOTES: Typically deals 96-72 points of 
damage but can cause up to 120 points 
of damage based on caster’s wisdom 








TARGET: One enemy 
MP COST: « 
TENSION BOOST: Yes 








DESCRIPTION: Incinerates 2 single 
enemy with an etormous frebalt 


NOTES: Typically deals 144-160 points 
of damage but can cause up to 264 
points of damage based on casters 
wodomn, 








TARGET: One enemy 
MP COST: 10 
TENSION BOOST: Yes 












DESCRIPTION: Sens 0 group of 
éenenues into contusion 


NOTES: May not hit all foes. The 
contusion effect typically lasts fram 
5 to 8 turns 










TARGET: Enemy Group 
MP COST: 5 
TENSION BOOST: No 













DESCRIPTION: Conluses all enemies 


NOTES: May not hit all foes, but has 
2 higher rate of success than Fuddle 

The cantusion effect typically tasts trom 
5 to & turns. 









MMerat slime Kolghy © lb Confesed 






TARGET: All enemies 
MP COST; 10 
TENSION BOOST: No 







‘ 


54 ov aisle “1s 


~ 


Ore @ 0 cemtasee 




















DESCRIPTION: Focrns @ barrier that 
protects 28 party members from fire or 
ce-Dased atiacks 









NOTES: Damage from such attacks 5 
reduced by tai for the duration of the 
spell, whech is typically 6 to 9 turns 







The party is emwerlaged in 6 ente lighe 


TARGET: All ofies 
MP COST: 5 
TENSION BOOST: No 











DESCRIPTION: Sacrifices your own 
life to destroy all enemas 









NOTES: The resstant expovon damages 
sore for (ieeweng then with ondy 4 lew HP 






sed umph destroys ali others. Not afl enemas 
ie wuibetable, Deariyed ener provele no 
openence 








TARGET: All enemies 
MP COST: | 
TENSION BOOST: No 










Courage skill points 


DESCRIPTION: Farms a protective 
barrier that reduces the effectiveness of 
foes’ offensive spells. 


NOTES: The harrier reduces dam: 
dealt by enemy attack spells and ri 
the cacy at ee a ke 








TARGET: Al allies 
MP COST: 5 
TENSION BOOST; No 





DESCRIPTION: Unleashes all 
remaining magic power in a fearsome 
explosion. 
NOTES: Sase damage to each enemy 
is equal to double the amount of MIP 
went 














TARGET: All enemies 


MP COST: All remaining MP (requires 
min | MP) 


TENSION BOOST: Yes 















DESCRIPTION: increases the attack 
of a single party member. 


NOTES: Doubles damage from physical 
attacks and certain abilities for 6-9 turns. 
During that time, target carinot score 
critical hits. 


jebeiew (ents Commphe 


TARGET: One ally 
MP COST: 6 
TENSION BOOST: No 








DESCRIPTION: Reduces the defence 
of 2 single enenvy. 
NOTES: The effect lasts for 7-10 turns 


anid cuts an enemy's detence by half of 
its base defence stat. 













TARGET: One enemy 
MP COST: 5 
TENSION BOOST: NO 








DESCRIPTION: Recices the defence 
of a group of enemies, 


NOTES: The effect Lasts for 7-10 turns 
and cuts the enemies’ defence to 25% of 
thew base defence stat. 











TARGET: Enesny group 
MP COST: ¢ 
TENSION BOOST: No 


















DESCRIPTION: Shares some of your 
MP with an ally, 


NOTES: Tie amount of MP transferred 
varies, but averages around 40% of 
Yangus’s Max MP. 





_ TARGET: One ally 
MP COST: 0 
TENSION BOOST: Yrs 





13] 









DESCRIPTION: Siriges « group of 
enemies with a blazing fire 


NOTES: lypically deals 15-19 powss of 
damage but can inflict up to 35 points ot 
damage based on caster’s wisdom 














TARGET: Enemy group 
MP COST: 4 








DESCRIPTION: Burns a group of 
enemies with 2 diazing woll of fire. 


NOTES: Typically deals 24-54 points of 
damage but can cause up to 62 points 
of damage dased on casters wisdom 








TARGET: Enemy group 
MP COST: 6 









PS ee 





DESCRIPTION: Scorches a group of 
enemies with the blaring flames of the 
underworld 


NOTES: Typically deals 70-90 puyrits of 
damage but can cause vp to 170 points 
of damage based an caster’s wedom 










YARGET: Enemy group 
MP COST: 10 
TENSION BOOST: Yes 





DESCRIPTION: Puts a group of 
enemies to sleep 


NOTES; Effect lasts for 2-5 turns. May 
not hit all foes 


DESCRIPTION: Puls 2 group of 
enemies into a deep sleep 
NOTES: Effect lasts for 2-5 turns May 


not hit all foes, but has a higher rate of 
nuccess that Snooze 









DESCRIPTION: Opens heavens 
door to baptise a group of foes with 
sacred light. 


NOTES: Deals 180.210 pomts of 
damage to an enemy group. Mf thou 
eneres are combie-type, the spell does 
an additional 50% damuge. 












TARGET: Enemy group 
MP COST: 20 
TENSION BOOST: Yes 







ans at 100 





















J “Van 
wIiTALA 


DESCRIPTION: A cursed incantabon 
that sends an enemy to the hereafter 


NOTES: Odds of success (an mstant 
kill) are based on caster's level and 
target's level of resistance 


a he? 4” 








TARGET: Cine Enemy 
MP COST: 4 
TENSION BOOST: No 







DESCRIPTION: A cursed incantalon 
that sends a group of enemies to the 
hereafter 


NOTES: Odds uf success (ari instant 
kil) are based on caster’s level and 
targets’ level of resistance 


TARGET: Enemy group 
MP COST: 7 
TENSION BOOST: No 










K ATHWAGK 


DESCRIPTION: A cursed incantaton 
that sends all enemies to the hereafter 


NOTES: Ciids of success (an instant 
bill) ore based on caster’s level and 
lanpets' fevel af resistance 

















TARGET; All Enemies 
MP COST: 15 
TENSION BOOST: No 


Angelo at 56 
Staves skill pots 












: K ASWOOSH 










DESCRIPTION: Slices rough 
a group of enemies with a small 
whirlwind. 


NOTES: lyprcally deals 6-19 points of 
damage but can cause up to 52 powts 
of damage based on Caster’s wadam 









DESCRIPTION: Sixes throogh a 
group of enemies with a powerful 
whirhwwd 


NOTES: Typically deals 20-44 pomts of 


damage but can inflxt up to 76 points 
of damage based on caster’s wadont 









DESCRIPTION: Sikes through a group 
of enemies with a terodousty destructive 
whithyind 


NOTES: Typically deal: 54-144 points of 
damage but cin Case up ta 200 points of 
damage based on caster’s widom 
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damage but con Cause up to BE points 
of damage based on caster’s wisdom. 


DESCRIPTION: Calls down powerful 
thunderbolts on a group of enemies. 
NOTES: Typically deals 100-140 points 


of damage but can inflict up to 220 
points of damage based on caster’s 
wisdorn. 














NOTES: Kills Yangus and reduces ha 
MP to 0, but restores all fallen afftes to 
life with full HP and fully heals all other 
aes. 











TARGET: All allies 
MP COST: Ad remaining MP (requires 
min 1 MP) 
TENSION BOOST: No 





DESCRIPTION: Restores at least 30 
HP to a angie ally 


NOTES: Restores 50-40 HP to one ally 
Can be used on field or in combat. 


















DESCRIPTION; Restores at least 76 
HP to a single ally, 


NOTES: Restores 75-95 HP to one ally. 
Can be used on held or it combat. 





TARGET: One ally 
MP COST: 5 
TENSION BOOST: Vis 






DESCRIPTION: Restores all HP to # 
Single ally. 

NOTES: Restores one ally to max HP. 
Can be used on field ot in combat, 





TARGET: One ally 
MP COST: 6 
TENSION BOOST: No 














DESCRIPTION: Restores at least 100 
_ HP to oll party members. 


NOTES: Restores 100-120 HP to each 
ally. Can be wed on field or in combat. 





TARGET; All allies 
MP COST: 10 
TENSION BOOST: Yes 














DESCRIPTION: Restores all HP to all 
pany members. 


NOTES: Restores each ally to max HP. 
Can be used on field or in combat. 









TARGET: All allies 
MP COST: 6 
TENSION BOOST: No 














DESCRIPTION: Cures 0 single ally of 
the effects of poison. 


NOTES: Can be used on held or m 
combat. 








TARGET: One ally 
MP COST: 2 
TENSION BOOST: No 













DESCRIPTION: Cures all party 
members of the effects of deep and 
paralysis 


NOTES: Can only be used in combat 





TARGET: Ad allies 
MP COST: 2 
TENSION BOOST: No 
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/Laee — ’ 
DESCRIPTION: Resurrects a laten 
ally with 2 50% sucoess rate 


NOTES: If successful, the fallen ally 

will be returned to hfe with hail of his 
or her max HP. Can be used on field or 
im combat, 











DESCRIPTION: Resurrects o [allen 
ally. 


NOTES: The falien ally returns to lite 


with full HP. Can be used on field or in 
combat. 











area No effect if used in field or town 
areas. 










eur that causes weaker monsters to 
avond your party 

NOTES: You veil not be attacked by 
enerves Dat are at 3 lower level than 
the Hero. Can be used in both field and 
Oungeon aress. 












| DESCRIPTION: A secret technique 
_ for disguising your presence 50 as to 


"monster encounters. Lasts | 
 Marroien bie 





with 2 whistle 


| NOTES: Ht used in an area with active 
monsters, 3 random encounter wil 
begin immediately. 









_ DESCRIPTION: Allows you to return 
eee ee tl, 


_ NOTES: Not effective if used in a 
rooted area (try @ and see why!}, 
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Characters learn abilities when they assign a set number of skill points to one of their five skill sets. 
a Each character has three weapon skills, the fisticuffs skill, and a fifth special skill available only to that 

bon character. A character can only use a weapon ability while he or she has a weapon of that type equipped. 
Additionally, fisticuffs abilities can only be used while the character is unarmed, Special abilities can be used 
regardless of a character's equipment 


‘" Abilities increase a character's combat potential by enabling them to hit multiple times, inflict more 

ma | ae damage, execute attacks with special effects, or hit a wider group of targets. The MP cost to use abilities 
“y “ \ is usually quite low, and some are treet Bul keep in mind that it ts not possible to score critical hits while 
using most abilities; that’s a special property of the standard attack option only. 
















habia bec te cages 
all enemies equally. 


Does sighty es damage than 
@ normal attack, Unlike normal 
boomerang attacks, the damage 
dealt by the boomerang does not 
Jessen on each subsequent hit, 






IDES ERIBTION 

A powerful roundhouse strike that 
fells an opponent in one blow if 
it hits, 
















Beorest 


BOOMERANG 


Transforms your boomerang into 
8 firebird that incinerates your 
enemies. 






. 


NOEs y 
Deals base fire damage of 36 

, 44 points to all enemies, The 
ese of Saari 
subsequent hit. 


BOOMERANG, 










OF SCRIPTION 


BOE SERIE TION 
: ere Oe exes A fearsome attack that uses all 
the your strength to cause extreme 
eae gs 


BOOMERANG 


Bathes ail enemies in a shower of 
burning light. 


Deals base damage of 76-84 
points to all enemies. 
























Pulverises a single enemy with the 
force of a thunderbolt, 


Deals base damage of 145-177 
points to a single target, and 
depending on the user's level, 
may deal up to 233-284 points of 
damage. 









A magical arrow capable of 
putting a single enemy to sleep, 


Deals the same damage as a 
normal attack and may put an 
enemy to sleep for 2-5 turns. The 
success rate for putting enemies 
to sleep is the same as the Snooze 
spell. 




















Asecee ta leeds to 
regenerates your own MP. 


. 
| Deals the same damage as a 
normal attack and 

user’s MP by 1/16 of the damage 
dealt. 






A hail of blows directed randomly 
against one or more enemies. 


Frese each del . 
targets. 
peybedagemaht 


f 











A secret technique that recovers 
even more MP than Cherub’s 
Arrow. 


aS 

Replaces Cherub’s Arrow. Deals 
same damage as a normal attack, 
and regenerates user's MP by 1/8 







IDESCRIE TION) 
An arrow attack that bathes all 


Deals base damage of 116-124 
points to all enemies. 


DESGRIPTION 

- A rain of arrows that can 
occasionally obliterate all enemies 
in a single salvo. 


Replaces Needle Shot. Fires 3 to 
4 arrows at a single target. Each 
arrow has a small chance of 
scoring a one-hit kill, but deals 


only 1 point of damage i that fails. 








enemies in a destructive magical 
light. 





Angele tety ent © Chelling Chectter 











Reduces a single enemy's tension 
by one level. 


Lowers the tension of a single 


A powerful glance capable of 
paralysing a single enemy. 


Deals base damage of 15-28 
points and may paralyse the 












Reduces the tension of an entire 


group of enemies by a degree. 





NOTES) 
Replaces Sarcastic Snigger. 
Lovers the tension of a group of 










4) 
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A powerful smash that works 
wonders on monsters of the 
material family. 


A glance so pawertully captivating 
that it burns alf enemies in its | 


path. 






Replaces Angel Eyes. Deals base Deals slightly more damage than 
damage of 65-85 paints to all a normal attack, and deals S0%e 
enemies and has a higher chance more damage than a normal 


ni spans melee tips 






















A superior dub attack that 
unable to attack. 


An attack that occasionally causes 
the target to miss a tum. 













Deals the same damage as a 
normal attack, but may cause the Replaces Heart Breaker. Deals 
target to lose its turn, ‘slightly more damage than 2 


“normal attack, and has a higher 
chance of causing the target to 
lose its turn. 





A special technique that steals 
gold coins from an enemy. 


| Ros 
Deals the same damage as 2 normal 
attack and sometimes steals gold 

coins from the enemy, The amount 














An esoteric dub technique effective 
on demon and material family 
members. 







INOTES) 
Replaces Monster Masher, Deals 

slightly more damage than a 

normal attack, and deals double 









A powerfully focused and 
damaging bare-fisted strike. 


Tcies) 


Deals 50% more damage than a 
normal attack. This attack is not 
} affected by tension and does not 

















A defensive ability that greatly 
reduces the damage inflicted by 
physical attacks, 


damage dealt to character is 
reduced by 90%. 





Pummel ail enemies with a chain 
of cartwheels and backftips 


Generales a powerful vacuum 
vortex that slices all enemies to 
ribbons. 


Deals base damage of 39-48 
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A vicious four-hit strike on a 
random enemy. 

Tiled sauna rato chokes 
bease Far bo ie oe | 










“Paralysis effect lasts only | tur. 





* ~ =e 
Showers al enemies wih 


Deals base damage of 72-108 to 
all enemies. 









BESeHIBTION] 
phogstroatigasl so 
Trode and friends. 


















arin 
A fatal flash that strikes down an 
enemy like a bolt out of the blue. 





BOES GRIPTION) 

A knile-fighting technique that 
‘| envenomates a single enemy. 
| Deals half the damage of a 
normal attack, but may poison 




















A fearsome technique that fells an 
opponent instantly by attacking 
their vital parts. 






OSES) 

Deals the same damage as a 
normal attack, and has a small 
chance of killing the enemy 
instantly. 





Sends a whirlwind of sickles 
pirouetting into the enemy, 






A sword-fighting technique which 
envenomates an enemy with each 
strike, 





NOTES} Deals base damage of 29-40 
ee points to a single target, and 
depending on the user’s level, 


may deal up to 122-166 points of 
damage. 
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A swing of Death’s scythe that can 
instantly kill one or more foes in 
a group, 


Hits all enemies in 8 group from 
left to right. The first hit is stightly 
weaker than a normal attack 
and the damage lessens as the 














IDE SCRIPTION) 

An improved version of the Steal 
| Sickle attack technique. 
BNOTES) 
Replaces Steal Sickle. Deals more 
damage than a regular attack and 
increases the odds of a successful 
eis eae pate 
















The aura of Death incarnate 
annihilates the living and 
obliterates the undead. 


seca The attack 
now deals normal damage to 
the first target, and 50% more 
damage to zombie monsters. 















: 












papenssmins REP 
consumes everything in its path. 








Carercss ocacan eae 
into paralysed submission, 


{ 
May parse afr lor single 4 
damage. — : 


Restores at least 70 HP to all party 
members. 


Restores 70-80 HP to each party 
member. 


BOE SGRIBHON| 
Focus the power of passion into a 
beam that sows destruction and 
confusion, 


Deals base damage of 65-75 
points to a single target, and may 
cause contusion for 5-8 turns, 


Borscriarcnl 
Difficult to perform, but has a high 
chance of doing critical damage. 
This attack misses around 50% 
of the time, but usually scores a 
critical hit when successful, Very 
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A flurry of repeated thrusts that 
can pierce multiple enemies. 


Strikes against randomly chosen 

targets three or four times. Each 

hit deals half the damage of a 
normal attack. 









Drives back a group of enemies 
with a sweep of the sper. 


Hits all enemies in a group from 
left to right. The first hit is stightly 
weaker than a normal attack and 
the damage lessens as the attack 
moves through the group. 









Lands a critical hit when it 
connects, 


Replaces Thunder Thrust. This 


















IDESGRIBNOND 
Strikes down ail enemies with 
mighty thunderbolts, 

PN GXES) 

Deals base damage of 190-220 
points to all enemies. 


An attack that causes heavy 
damage to dragons. 










OE SC RIT IGE 


A secret sword technique that 
heals your own wounds each time 
you strike a foe. 


Strikes down all enemies with 
mighty thunderboits. 


Deals base damage of 190-220 


‘ESE RIBTIONE 
A legendary sword technique for 
cutting down a group of enemies. 


mas 
Deals base damage of 158-190 


level, may deal up to 207-239 
points of damage, Can be leaned 
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percha st 


1 
Deals normal damage and 
occasionally paralyses targets for 
5 to 8 turns, 

















A double-strike that lashes a 

{ random group of enemies. 

NOTES) 
enemies within the target group. 

, Each hit deals more damage than 





















IDE SCRIPTION) 
A secret whip technique that 
steals HP as it damages an enemy. 
recovers HP equal to 1/8 the 
damage dealt to the first target in 
the group, 































A fearsome attack that steals the 
HP of a group of enemies. 


Keates fal aioe yon 
whip into @ snake that attacks 3 
group of enemies. 

Deals 50% more damage than 

& normal attack. The amount 
pio. phegiracde aad 
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MEDICINAL HERB | SPECIAL “MEDICINES. 


Amor 'SECO ESSENCE, ANTIDOTAL HERB 


ae 





a, zy 


oh aD. ¢ | ies 
STRONG ANTIDOTE. SPECIAL-ANTIDOTES 


ed 


~~; 


GREATER’ PANACEA 





EED:OF STRENGTH, 


SEED-OFVAGILITY SEED-OF DEFEN SEED-OF WISDOM 


SEED-OF SKILL 





BAUMREN’S BELL 


MvsTiFVING MIXTURE. ROCKBOMB SHARD A. 


— 
~ 
= 


2 


TiMBREIOF TENSION) roy [PLAIN CHEESE SS 





SUPER)SPICY CHEESE SCORCHING CHEESE. 


CHILLY) CHEESE! g 


ANGEL)CHEESE 








A 4p W . ~ : 
SAINT’S "ASHES" 


MAGIC)BEAST HIDEN RENNET-POWDER™ 


— 


WAaTERWEED MOULD, 





Bay: Unirinen 

Find: Dart Erpyccty (pet), Trypan Cally (barrel), Block Citadel (pv), 
Unvkrupors... (ling) 

Obtain: Bos troll 


Olmon robe + sages robe + magne water + nook grate 
Ose in Reripes: chee + rhmete + Hook urate 
Sconthing cheese = wpet ipky cheese + pnemiam mould + dragoo mee St sa i 
dang 
C<-cold (hone = cof cherie + premnin mould + dagun dung 
Cartd cheese = fre) mil + premium moult + amor seca essence 
Angel cheese © tresh mike + premasm mould + Vegan dew 


ihe oF doce 


Wee: Crterts any treme chest anf done 
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A. ut 7. , 
sNMARTA'S'BAGL 











Each character can equip four armaments at once: armour, a shield, a helm, and an accessory. Basic 
armour provides most of the defensive boost, plus many types of armour have special properties that 
provide resistance to certain spells or improve the wearer's ability to dodge. Shields and helms provide a lesser 
defensive boost, although they too may have speaal defensive properties. 


Accessories do alt sorts of things. They may boost defence, but they're just as likely to boost attack, agility, or even 
wisdom stats. With many accessories, the stat boost pales in comparison to the special effect, which may 
restore HP or provide imymunities to certain effects. Other accessories have little use as stat boosters, existing 
primarily as ingredients to create other items. 





ye 


DANGEROUS*BUSTIERIN Teens sWessica’ ‘S-OUTFIT soma p PLAIN CLOTHES 
= ee Fe a r ~ Tal +5 <wet 
ve t ae Vy ; 
ha ome ) 


— oer 


Recipe to Make: 
Wevlater’s dothes = pin cethes + pluun dothes 
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Leather hilt « bower shorts + magic beast hide 
Lewttver bilt = leather whup + bandana 





Special: Ourmage frum fire- and ico-based attacks is reduced 
20. 


Recipe to Make: 
Fur poncho = marc besst hide + magk beast hide 





Special: Oarmage from Frize, Size, Crack Bang, and Woosty type 
pets is rechuctd bry 2/5 





Special: Oiensge trom Frizz, Sz, Crack, and Barg-type spells & Special: Damage fram Fruz, Str, Crack, Bang, and Woontetype 
teducnd by 25. spells bs reduced by 2/5, 

Recipe to Make: Recipe to Make: 

Sage's cobe = magic vestmtet + schalar’s cap Mapcal skit = mageal mace + bandt’s grass ckirt + mageal hat 


Special: Camage trom fire- and we-paed attacks & reduced Special: Dsesage trom fire- and ice based attacks is reduced by 20. 


by 3. 


Recipe to Make: 
Dances’s mad = dancer's costae + sfives smal Dragon mail = sdver mail + deagon scale + cragon scale 





Special: Oomage trom Frizz, Sizz, Crack, Bary, and Weosh-type 
spells in redword by 15. 


Recipe to Make: Recipe to Make: Recipe to Make: 
Prasnnumn iad ~ rorbie mail + samt’s ashes Angel's cobe = magical shirt + flowing dress Bandt mail = bandit axe + bandt’s grass ukirt + heavy armour 


Dark robe + doak of evasion + Gevil's tal + wing of bat 


Mere: | . : y 
. from and Woonh-type 
Ce | ol ae 
Recipe to Make: Recipe to Make: Recipe to Make: 
Murror eemout = alver mad + mmrroe shueld + murvor shiekt Princess's robe = shimmering dress + anges robe + pod rosary Cagant armaur » bandit call + mighty armiet + mighty armiet 









1 Special: Gamage trom fre- and ice-based spetsin reduced by 00. 
‘ ————= ee 


Recipe to Make: 
Metal King armour = iquid metal armour + slime cown + onchaicum 


> ~ ~~ 


eM is Sada | ae caesbaci 





Recipe to Make: 
Temple's shielt = Tomptae’s unitorm + wan shiek’ 


Special: Damage trom te- and ice-baved anacks in reduced by 2 J | Spechal: Damage trom ee-based stacks reeced by 10 


| Recipe to Make: Recipe to Make: 
Winte shocte = saver ptter = wan aed apc shield = steel shield + prayer ring + ruby of protection 
(ihc a RS, EL 





io epa ge despair oars eo Special: rage rom ete ats eke by 10 When 
used n comb, al albes gun protecbon Irom ice-bates! pets ana sted m combat al hes pan protection tree tre beed spell 
“. atta ks SxS ADRS 


Recipe to Make: Recipe to Make: 
Dragon shield « steel sbrekd + dragon scale + dragon scale Ves vbseked = iciche dirk + magic shield 


Special: Gamage trom fire and ine-based stacks 4 reduced Special: sornetines reflects spells cast on wearer back to canter. 
by 15. When used in combat, casts Midna! on wearer (recovers 
= 00 HP), 


Recipe to Make: 
Power deekd = magi stveld + strength ring + cored Qeese 


oie 
Recipe to Make: Recipe to Make: 
Saimess shiek! = whvte sineld + mirror shield + holy wetter Sdeee shield = mirror tumkd « amor eco essence + magic water 





Special: Curses wearer when equipped, damage trom Frizz, Sr Special; Curses wearer when equpped, wearer cannot actin 

Crack, Bary, and Woosh type spells and fire- and ice-based attacks turn of combat. 

sincreased by ( : 
i —— —————————— SRE Fa} - ~ 


| recipe to Make: 
Thaanaton’ shield = goddess shield + devils tail 


een is 
up to halt 

Recipe to Make: Recipe to Make: 

Gaddew dintd = Thanatos’ stveld + seuit’s ashes Metal king Sueld = ruinous shield + erichalcum + saint's ashes 


_ aie Pre 
Egret 


coma (LEATHER HATS 








= 
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Recipe to Make: 
Fur Hood « hur ponche + feathered aap 





Recipe to Make: 
Happy hat = teathered cap + elevating Sees 





Special: Curses wearer when equipped, wearer cannot set in first 
tu of comin, 


Recipe to Make: Recipe to Make: 
Atythei! heck = Hades” heckn + stints ashes Raping bull hen = mryythird telm + fresh milk + compat 


Special: increases resistance to Whack, Snoaze, Fizle and 
Fuddle-type stacks. 


Recipe to Make: 
Golden tiara diver tiara + thinking cap + gold nugget 





Spectal: Curses wearer whan eqapped wearer's attack power 
(5 reduced to 0 








Recipe to Make: Recipe to Make: Recipe to Make: 
Ring of koumuety = poson reedie + gold ning Holy talisman = tough guy tatoo + guid rosary + holy water Full moon ring = poisun moth Enite + gold ring 


sw ciinak tgutelbelag ska ering 
— - = " ; orn 


Recipe to Make: Recipe to Make: 
Ring of awakensg » dream blade + gold ning Rang of clarity = tallen angel caper = gold ring Recipe to Make: 
Recovery Nog = prayer ing + seed of lite 








i chadkreasiantcereerett 
pono anc parahyzing attacks 


| Recipe to Make: 
} Cithalicen ring « ring of truth + ring of ermunity + full moon neg 








Special: Curses wearer when equppedt. Weester’s resistance to 
spell damage and effects s lowered. 





Recipe to Make: 
Agility ring = ceapes neg + seed of agility 


Recipe to Make: 
Sorcerer's ritng = skull ring + wiee’s ashes + saint's aches 


—~_ , 


areas, Wearer 6 resistant to Secor, Fuddle. and Panalysis-type ; 
stad 


Scholar's specs © ring of awakening + fing al arty + seed of wisdom 






There are 11 different types of weapon in Dragon Quest Vill. Each character can equip any of the 
weapons their skill sets give them access to, with the exception of fiails, which are rare weapons for Yangus 
that are not associated with a particular skill set. Weapons are listed by type in order of their attack value. Attack — 
power is important, but keep in mind that certain weapons have special traits that may make them much more 
powerful than their attack value suggests! Check the special field to see which weapons can hit multiple targets, strike 
multiple times, apply status effects to their targets or cast spells when used in combat! 





: a3, 
f Find: Trodain Castle (chest) 
4 Obtain: ryable sacrounan 
Recipe to Make: 
Rusty ohd sevurd = bquid metal ward + mynthying micture + compat 


Use in Recipes: : Use in Recipes: 
Hedy alver cogner = Temple's sword + holy lalunan Liquid metal sword = rusty old word + diene croan + ovichalcum 


| Buy: Sze Catedral, Neos 
Find: Blirzaed Peaks (chest) 
Recipe to Make: 
Hoty sheer rapier = Templar’s sword + holy talsman 


Use in Recipes: 
Fallen ange! rapier » holy siver taper + devil's teil + wing of bat 


Mercury's rapier = tallen angel rape + Mercury's bandune + 
Mercury's beedans 
Ring of clortty « fallen aqgel rageer « gold ring 
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DOUBLE; EDGE 


Recipe to Make: Recipe to Make: : 

(ber douible-edge = doubleesiges mrt» saie’sentves = sais antes I Mercury's rapier = falters any rapier » Macuury’s Sandan + 
Wercury’ bender 

Double-edged word = er doudie-edge + deat’s tal 





Recipe to Make: ‘ 
‘Der miracie: swcurd = miracke worn + lite bracer 


Use in Recipes: 


None 


Recipe 
Holy Lance tang apeat « gold maary 





‘spell etext. 
Obtain: Arctemy onty 


Use in Recipes: 
Ring of truth = candstanns tpear + gold neg 


Use in Recipes: 

Razot wing boomerang « edged boomerang + steed wythe + weg 
of bal 

Spited ermour = edged boomerang + magx ermour 


Use In Recipes: 


Mets wary boomerang = metal bing spear + razor wang Qoomerang 





Use in Recipes: 
Bandit mail ~ bandit ae + bandit’ grass shirt + heavy armour 








i 


Recipe to Make: 


King axe © guider ant + slew crown 


Use in Recipes: 
Nowe 


Bay: Sengeton 
Find: Kingdom of Trodain (ches) 


Obtala: trcti 


Use in Recipes: 


Uber war hanwner = warhammer + mighty armict 





187 


uJ 


Mr 


i 


Obdtaia: faten pres 


Recipe to Make: 
Hed scythe = stent scythe + poman meth krute + Hades’ Perien, 


Use In Recipes: Use in Recipes: 

Iron ant = farmer's scythe + farmer's cyte Razor wing bocenerang = edged becenerang + steel scythe + wing 
ol bat 
Hell scythe = steel scythe « potion math bade + Hades’ helm 


Use In Recipes: 
Nore 


eo ee 








Thiel’s bey = bronze kniie + iron nail 
Copper sword © brane bvte + bronze kite 

Bronce sheeld = bronze knite + leather sbwekd 

Bronze helowt = beonze Anil + bronze knile + stone harithat 


2 
Recipe to Make: 
Fakon Anite = tough guy tation + aime earrings « agiity cg 


Bizzard Wade = bastard sword + de dirk + cold cheese 
kee shield « icacke dirk + mri veld 





Use in Recipes: 
Srakevtin whip = lecther wep + wale shel 
Leather tilt + leather whep + bancina 


Use in Recipes: 
Drapoetsll wtyp = snakeskin whip + dragon wale + Cragon scale 


Denan whip = ccoerge whip + devil's tal 





thanderer, Siren 
Recipe to Make: None 


Use in Recipes: 
fdagmas stall « wizard’s staff + rackboend shard + rodkbom turd 
Stat of antimage = warard’s stat + rune staff 


Use In Recipes: 

Sharshie of light = rune wall + ligit veld + shimmenng dress 
Statt of antinuagic = wizard’s stall rune staff 

Stat of resurrection « Yggdra leal + rune stall + ite beacer 


ally fran the dead when uued ds an 
Paem in bstte. 


equipped by: wie ease 


cnr 


Buy: Empycchu, Dark Emeycchu 
‘ Find: tsolstert Patnan (chest) 


Magical short ~ magical mace + bandit's grass chet + magical hat 





Hunter's bow = chars wep + short bow 
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Geventution. 


Recipe to Make: 
Ocdn's dua» Leos’ bow + Cheiron's bow + great bow 


Use in Recipes: 
None 








v 


S* rs 
7 WE | etakes King Trode time to work out the kinks in the alchemy 
pot, so it doesn’t become available until you've completed the 
first couple of tasks. When you get it, the “Alchemy Pot” option 
> is added to the list in the Misc. menu tab. From the alchemy 
4 screen, you can scroll through each character's personal 
14 , inventory as well as the contents of the bag in search of 
pA ingredients. Usable items are displayed normally. If an item's 
aes. ical ot it is unavailable either because the item is 
“4. ye equipped by a character or unusable in any recipes, 















When you first receive the alchemy pot, it can only handle 
two ingredients. At a later point in the quest, it is upgraded to 
handle three items, allowing for more complex recipes. 


If the chosen ingredients don't form a working recipe, the pot spits them back out. 
If the ingredients can form a new item, however, the pot will require time to work 
The amount of time varies, based primarily on the value of the item being created 
It won't take long to turn a pair of medicinal herbs into strong medicine, but 
making a weapon or armament worth 10,000+ gold coins will take much longer 


You won't always have access to the alchemy pot. For example, the wagon stays 
behind when you enter a dungeon. Additionally, you won't have access to it at 
certain points in the storyline. The mixing continues whether you're near the pot or 
not, so put in more time-consuming recipes before entering dungeon areas 


The duration of the alchemical process is based not on actual time, but on the 
number of footsteps you take. Travelling by sabrecat or ship will not speed up the 
process, but walking on the field will make the mixing process go about 50% faster 
than it does when walking in towns or dungeons. Note that you just need to walk; 
you don’t actually have to go anywhere 





You can craft new items from all sorts of different ingredients, Occasionally, it’s as 
simple as mixing two weapons to make a more powertul weapon of the same type, 
but you'll usually need to think a little more creatively. Try combining weapons with 
armour and accessories for better results 


For the most part, recovery items can only be combined with other recovery items 
but there are a few times when a recovery item can be mixed with a weapon or 





armament, Also, pay special attention to items that have no function; these may 
exist solely as alchemy pot ingredients and are often a requirement for the game's 
best reapes. 
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It is not possible to make every item in 3 single game. Some recipes require unique 
ingredients, of which only one may exist. Before you make a recipe that indudes 
an ingredient that can’t 
be easily purchased or 
remade from available 
ingredients, you may want 
to save your game just in 
case the resultant item is 
not worth the sacrifice. 


NOTEWORTHY INGREDIENTS 
ingredients for making cheese. 

Moulds: These are used exclusively to flavour cheeses. 
Metals and minerals: Rare materials like gold nuggets and 
onchalcum are used primarily for making exceptional weapons and 


armaments. 
Monster parts: Items like magic beast hides, wings of bat and 
disoon sclee adda dard of bok Ses Nalne oreo 


: and ruin ipes, but 
an Core some recipes, but they 


Saint’s ashes and devil’s tails appear frequently in recipes. 
These items work to purify cursed items and curse purified 
items, respectively, Whenever an item has an air of danger 
around it, you can try dropping it in the alchemy pot with 
saint's ashes to remove the curse and reveal a new item. 
You'll find more cursed items than saint's ashes, however, 
so use them sparingly. 








Devil’s tails are a bit harder to use. Just because 
you can use them in a recipe doesn't mean you 
should; they'll often ruin perfectly good items by 
cursing them. But certain weapons and types of 
armour can benefit from the taint of evil. As a 
general rule, the devil's tail will have a positive 
effect when it’s one of three ingredients, but 

not when it's one of two (the imp knife is an 
exception) 


Pome. Pas of Accomm 


Just because a recipe works doesn’t mean it vaill work to your advantage. While 
most recipes create an item that is better than its constituent ingredients, this is not 
always the case. Be very careful of recipes that involve magic beast hides or devil’s 
tails, since these can often ruin or curse items. However, either can be a great asset 
when used in the right recipe. 











FonProar Avera — 


Once you get the hang of alchemy, you should keep the alchemy pot running 
full time, even if you don't particularly want the items it produces. Many items 
are worth more than the sum of their ingredients, so you can purchase cheap 
ingredients, whip up items and sell them for gold coins. 


This is true of many weapons and armaments, but no item is as profitable as 
cheese. The constituent ingredients in cheese are fresh milk, rennet powder, rock 
salt, and moulds, ail of which can be found frequently and, later on, purchased for 
small sums. Hard cheese, soft cheese, and chunky cheese all sell for around 500 
gold coins and require ingredients with barely one-tenth of that cost. 





Other highly profitable items, which require easity purchasable ingredients to 
make, include strong medicines, mystifying mixtures, and turbans. Much later in 
the game, you can clear 2 10,000 gold coins profit from a two-stage recipe: Make 
white shieids out of light shield and fresh milk, then buy mirror shields in Tryan 
Gully to make high value saintess shields. 


Plain cheese = fresh milk + rennet powder 
Hard cheese = plain cheese + rock salt 
Soft cheese = fresh milk + rennet powder + rock salt 
Chunky cheese = plain cheese + magic water 
Strong medicine = medicinal herb + medicinal herb 
INGREDIENT COST: 16 GOLD COINS 
RESALE VALUE: 88 GOLD COINS 
Turban = bandana + bandana 
INGREDIENT COST: 90 GOLD COINS 
RESALE VALUE: 205 GOLD COINS 
Mystifying mixture = medicinal herb + antidotal herb + moonwort 
bulb 
INGREDIENT COST: 48 GOLD COINS 
RESALE VALUE: 280 GOLD COINS 
Saintess shield =white shield + mirror shield + holy water 
INGREDIENT COST: 17330 GOLD COINS 
RESALE VALUE: 28000 GOLD COINS 


USABLE ITEMS 
Strong medicine = medicinal herb + medicinal herb 








’ Special medicine = strong medicine + strong medicine 





} Rose-root = medicinal herb + medicinal herb + medicinal herb 





Rose-root = strong medicine + medicinal herb 





‘ 


/ 1 Amor seco essence = holy water + strong medicine 





QB strong antidote = mein! herb + antidotes 





IB special antidote = strong antidote + strong antidote 





BBP special antidote = medicinal herb + antidtal herb + 
antidotal herb 





Rose-wort = medicinal herb + medicinal herb + moonwort bulb 





Rose-wort = strong medicine + moonwort bulb 





Tey 
es Moon's mercy = moomwort bulb + moonwort bulb + moonwort 
bulb 





» Lesser panacea = special medicine + special medicine 


Epp Create panacea = spec meine + special meine + 











edgy Creater panacea = ler panaces + seo rosea 


{ Yggdrasil dew = Yggdrasil leat + magic water 





3 Magic water = holy water + seed of magic 
re Elfin elixir =Yggdrasil dew + magic water 





Holy water = amor seco essence + rock salt 





. 


dB Chimaera wing = wing of bat + wing of bat 








oo) Mystifying mixture = holy water + wing of bat + cowpat 


As Mystifying mixture = medicinal herb + antidotal herb + 
moonwort bulb 





y Sage’s stone = gold nugget + orichalcum + Yggdrasil dew 





ASA, Timbre! of tension = sun crown + tough guy tattoo + 
magic beast hide 





CHEESES 
| Plain cheese = fresh milk + rennet powder 





ao | Plain cheese = scorching cheese + c-<-cold cheese 





ga Spicy cheese = plain cheese + red mould 
ch Super spicy cheese = spicy cheese + nook grass 
a Super spicy cheese = spicy cheese + red mould + red mould 


Scorching cheese = super spicy cheese + premium mould + 
dragon dung 





442 Cool cheese = plain cheese + waterweed mould 


7 Chilly cheese = cool cheese + waterweed mould 








ba 2 Cold cheese = chilly cheese + waterweed mould + a 
waterweed mould 
ALCHEMY POT 


fa C-c-cold cheese = cold cheese + premium mould + dragon dung apete 





oe Mild cheese = plain cheese + amor seco essence 


S Cured cheese = fresh milk + premium mould + 
amor seco essence 


GB angel cheese = resh mik + premium mould + Yggdrast dew 
rel Hard cheese = plain cheese + rock salt 

GB Soft cheese = tresh milk + rennet povider + rock salt 

P*) Chunky cheese = plain cheese + magic water 


se Highly-strung cheese = super spicy cheese + cold cheese + 
"rock salt 


f Premium mould = red mould + waterweed mould + 
Yggdrasil leat 


a Thief’s key = bronze knife + iron nail 
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40 Sopper sword = onze ke + boas a 


x Rusty old sword = ud meta sort + mysting mire 
cowpat 


I Holy silver rapier = Templar’s sword + holy talisman 
bet alco blade = on Dade + maeorte Wace 
(Fallen ange rapier = sve apis tl ing of at 
- (/ Tomble hayer nbn + bytisnan 
Double-edged sword = iiber double-edge + devil's tail 


Uber double-edge = double-edged sword + saint's ashes + 
saint's ashes 


Mercury's rapier «fallen angel rapier + Mercury's bandana + 
? Mercury's bandana 


jo Drenom slay = ass ity at 

A Wizzard blade = bastard sword + iid dk «cold cheese 
sof tain ital task concave 

A Shamshir of light tune salt ight sid «shimmering des 


f/_asid metal sword = od wed sie om + 
orichalcurn 





on bance = ores ck ne 

san seas = Sick 9 tk + tna 

//, Wal ance on pen $5 
Sandstorm spear = partisan + saint's ashes 


_/, Daman spent bse a oso ete e's ta 





A Reinforced boomerang = boomerang + iron nail 


i Razor wing boomerang = edged boomerang + wing of bat + 
steel scythe 


~~. Flametang boomerang = swallowtail + flame shield 


Metal wing boomerang = razor wing boomerang + 
Pr~. metal king spear 


/ ene axe = stone hardhat + cypress stick 


¥en ane on ae +l get 
Iron axe = farmer's scythe + farmer's scythe 





tae ioe ey 


/), eon axe = golden axe + moon's mercy 


. i 2 = en conn 


HAMMERS 
B& stedgehammer = st nal +o eet +o ne 
ive wa hammer = war hammer + mighty armiet 


BD Megaton hammer = iiber war hammer + conquerer’s axe + 
orichalcum 


SCYTHES 
Hell scythe = steel scythe + poison moth knife + Hades’ helm 








falcon ite = in sri wah aon + ay 
A tssassa's dagger =p ae + pots nee 
Sm knife = assassins dagger + devil's tail 





Ss Leather whip = devil's tail + saint's ashes 

] snakeskin Sahib eather wip'« stale shidd 

7 Dragontail whip = snakeskin whip + dragon scale + dragon scale 
>) demon whip = scourge whip + desta 

“© scourge whip = demon whip + saint's ashes 





Magma staff = wizard’s staff + rockbomb shard 
(77 Sat hating id +e 


| Sabicea eh he ep 


_ BOWS 
a Hunter's bow = short bow + chain whip 








YN Hunter's bow = cypress stick + cypress stick. + strength ring 





Vx. ros’ bow = hunter's bow + garter 





. \\_ cheiron’s bow = Eros’ bow + power shield 





KX odin’s bow = Cheiron’s bow + Eros’ bow + great bow 





R 
Wayfarer’s clothes = piain clothes + plain clothes 


dl 


a 





Boxer shorts =bandit’s grass skirt + bandana 





Leather armour = waylarer’s Gothes + magic beast hide 





Leather kilt = leather whip + bandana 





Leather kilt = boxer shorts + magic beast hide 





Templar’s uniform =wayfarer’s dothes + Tempiar’s shield 





Leather dress = dancer's costume + magic beast hide 





Scale armour = leather armour + dragon scale 





Chain Piatt ean 





Brdede areapur « chain mail + bronze shield 





Iron cuirass = iron shield + iron shield 





Fur poncho = magic beast hide + magic beast hide 





Robe of serenity = cloak of evasion + boxer shorts 





SPORQnyw Gowspe Pre 


Bunny suit = silk bustier + bunny tail 


2 
. 





Zombie mail = silver mail + zombiesbane 





~ 


Zombie mail = platinum mail + devil's tail 





a Silver cuirass = iron cuirass + silver platter + silver platter 





Sage’s robe = magic vestment + scholar’s cap 





~% 


a 


Magical skirt = bandit’s grass skirt + magical hat + magical mace 





Magic armour = full plate armour + prayer ring + ruby of 
protection 





Dancer's mail « silver mail + dancer's costume 





gE Dragon mail = silver mail + dragon scale + dragon scale 


it 





Shimmering dress = spangled dress + ruby of protection + gold 
bracer 





Spiked armour = magic armour + edged boomerang 





x Platinum mail = zombie mail + saint’s ashes 





h Angel's robe = flowing dress + magical skirt . 
Bandit mail =heavy artiour + banditiaxe + bandit’s grass skit 








Crimson robe = sage's robe + magic water + nook grass 





Dark robe » cloak of evasion + devil's tail + wing of bat 





Mirror armour = silver mail + mirror shield + mirror shield 





Princess's robe = angel's robe + gold rosary + shimmering dress 








. ¢ Gigant armour = bandit mail + mighty armlet + mighty armiet 


» 


phot Metal king armour =liquid metal armour + slime crown + 


Divine bustier = dangerous bustier + shimmering dress 








it 


Leather shield = pot lid + magic beast hide 





Scale shield = leather shield + dragon scale 





Bronze shield = leather shield + bronze knife 





Templar’s shield = iron shield + Templar’s uniform 





White shield = light shield + fresh mitk + fresh milk 





White shield = iron shield + silver platter 





Magic shield = steel shield + prayer ring + ruby of protection 





Dragon shield = stee! shield + dragon scale + dragon scale 





Ice shield = magic shield + icicle dirk 





Flame shield = magic shield + flametang boomerang 





Power shield = magic shield + strength ring + cured cheese 





Saintess shield = mirror shield + White shield + holy water 





Silver shield = mirror shield + amor seco essence + magic water 





Ruinous shield = metal king shield + devil's tail 





Thanatos’ shield = goddess shield + devil's tail 





Goddess shield = Thanatos’ shield + saint's ashes 





Metal king shield = ruinous shield + saint's ashes + orichalcum 





€SO@qO @@eG Ge eQOoeedo 


e 


; 
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HELMETS 
& Pointy hat = leather hat + iron nail 





2 Turban = bandana + bandana 

baf Feathered cap = leather hat + chimaera wing 
VC Bunny ears = hairband + bunny tail 

wd Stone hardhat © stone axe + pointy hat 

2 Fur hood = feathered cap + fur poncho 

pay Hermes’ hat = feathered cap + Mercury's bandana 
AM Bronze helmet = stone hardhat + bronze knit + bronze knife 
T Mercury's bandana « bandana + agility ring 
rhe Silver tiara = coral hairpin + silver platter 

i Happy hat = feathered cap + elevating shoes 

&® Scholar's cap = magical hat + scholar’s specs 


se Hades’ helm = mythril heim + devil's tail 





de Thinking cap = scholar’s cap + iron headgear 

Mythril helm = Hades’ helm + saint's ashes 

Raging bull helm = mythril helm + cowpat + fresh milk 
@ Golden tiara = thinking cap + silver tiara + gold nugget 
‘oo Phantom mask = iron headgear + dark robe 


359 stautt helm = sun crown + devil's tail 





“> Sun crown = skull helm + saint's ashes 





ACCESSORIES 
Strength ring = prayer ring + seed of strength 








Titan belt = leather kilt + strength ring 





Mighty armilet = strength ring + titan belt 





Life bracer = recovery ring + gold bracer 





Prayer ring = gold ring + seed of magic 





Ring of truth = gold ring + sandstorm spear 





Ring of immunity = gold ring+ poison needle 





Holy talisman = tough guy tattoo + holy. water + gold rosary 





Full moon ring = gold ring + poison moth knife 





Ring of awakening = gold ring + dream blade 





Ring of clarity = gold ring + fallen angel rapier 





Recovery ring = prayer ring + seed of life 





Catholicon ring = full moon ring + ring of truth + ring of immunity 





GDS BTOSEeese GEIS 


rt Ruby of protection = prayer ring + seed of defence 





@Q® cievating shoes = fishnet stockings + happy hat 





7) Agility ring = prayer ring + seed of agility 





Se Meteorite bracer = agility ring + agility ring + orichalcum 





Q Skull ring = sorcerer's ring + devil's tail 


Sorcerer's ring = skull ring + saint’s ashes + saint's ashes 





<- Scholar's specs = ring of awakening + ring of catity + 
seed of wisdom 





fy Goddess ring = recovery ring + orichalcum 


* 








detailed statistical information for each of the game's 260 normal monsters. They're 
order, as in the game's Battle Records menu. If you can find and deteat all of them, 
Records screen and ear a prize. Note that we can’t show certain bosses here, lest we 
















Description: A well-known monster 
commonly encountered throughout the 
world, Quite intelligent, Some have even 
managed to learn the human tongue. 








ae Medicinal herb 
Amor seco essence _ 


Farebury Region, Kingdom of Trodain, Waterfall Cave, Isolated 
Plateau, Unnamed Isle, Baccarat Region, Areas Accessible By Air 













| Description: A happy-go- sucky, good- 
natured monster. Born with only one stripe, 
it grows another with each passing year. 





Medicinal herb = 
Bandit’s grass skirt a 





<A slug-ike creature with j 
distinctively large lips. They seem to greet 
one another with big, sloppy kisses! 





Medicinal herb 











Ar 
Lute Description: A bat- like monster that 
. flies freely through the night sky, According 
to one account, they're born in a world 
without light 









l 





Medicinal herb 
Chimaera wing _ 
Farebury Region, Kingdom of Trodain, Waterfall Cave, isolated 


Plateau, Godbird’s Eyrie 














Description: The large horns above 
| each ear fall off and grow back every year. 
The hornpipes they carry are carved from 


their old horns. 











Waylarer’s dothes 
Farebury Region 


6:\CapsicHum FAMILY: PLANT 

is Description: A distinctive monster 

$ shaped like a pepper. In their culture, two 
is always better than one, so they stick 
together with the help of a large skewer! 


io a : 




































7B UNICORN ¥: BEAST 


Description: A rabbit-like monster = wah 
+ a distinctive single horn growing from 

the middie of its forehead. Unlike normal 
rabbits, they are determinedly carnivorous, 
using their sharp hors to spear prey. 








Bunny tail 
Farebury Region 


Description: Siimes of a different 
colour, apparently due to a sudden 


mutation, Although commonly referred to 
as ‘she-slimes’, their true gender remains 
unknown. 











bag Description: A physical manifestation of 

. fire magic. As this monster lacks a material 
body, most physical attacks pass right 
through it. Try raising your tension when 











Once they aah themselves up, these 
pint-sized pests can inflict some serious 








Oaken club _ ——— 
Land of the Moles, Waterfall Cave, Beneath Ascantha, Mole Hole 





The mechanical bodies of 
Gaze bide uaieh tecre toon Corals alr 
a big dinner! They have a tendency to snap 
the tree branches where they roost and fall 
1° earth with a metallic dunk. 


16 
77 











+ These side anaet of red 
| are poisonous to the touch. Once a traveller 
comes into contact with a bubble slime's 
body in battle, the effects of the poison wall 

] Persist until the individual ts cured 





Antidotal herb 
Moonwort bulb 
Farebury Region, Waterfall Cave, Tower of Alexandra, Areas Accessible By Ai_ 199 











mm Plain cheese 


RAR EM 





| Description: A race of demons wearing 
what appear to be bright blue pants. 
They are rumoured to drop them when 

| defeated. 





monsters. Upon encountering an enemy, 
they keep their distance and let fly with 
long-range bow and arrow attacks. 








Alexandria Region, ‘Kingd om of Trodain 


} Description: A hairy fur ball of a 
monster whose love for unwanted old 
boots manifests itself in much the same 
way as a hermit crab’s love for discarded 


> i “) shells, 


Medicinal her 
Bunny tail 


)16:)DRACKMAGE FAMILY. BIRD 


pe 4 Description: Related to the dracky, these 

eatin = monsters have evolved a green colouration to 
1A match their woodland habitat. They remain 

aan | constantly airborne, smoothly dodging attacks 
















17; Beetiesoy, i BG 
Lae | Description: Despite their 

. | appearance, these insectoid monsters 
| are quite swift. They like to tackle their 
opponents head-on with the help of their 
== huge horns. 


“we 
6 


ae Medicinal herb 
ie Leather hat 








Farebury Region, Alexandria Region, Tower of Alexandra, Kingdom of Trodain 


‘ae oe 


| Description: Juvenile forms elite 
magical monsters. Imps try to cast spells 
which are far too powerful for them and 


| fail every time 








y " "a 


) Description: Mushroom-shaped 
monsters with a sweet breath that puts 
enemies to sleep. They grow in humid 
areas like grasslands and deep forests. 





















aprats BG 


Description: These foppish fiends 
foes floundering with their flamboyant 
Sq _| foil-work. When not showing off their skill 
i's with a sword, they like to demonstrate their 


8 
2B 


iy Si 


Description: A kindly slime that never 
| hesitates to help comrades by casting 
healing spells, even when in danger itself. 
All in all, 2 supportive little monster. 





? v la 3 
| Description: Not the largest monster in 
- | the world, but amongst the strongest. Their 

1“ | bodies seem even smaller next to the massive 
is | wooden mallets they carry. The unwieldiness 
of these weapons means they frequently miss, 


Oaken dub 


ae Giant mallet 





Alexandria Region, Waterfall Cave 


te m Description: A feline monster with 
| stripes reminiscent of a jailhouse convict. 
Strangely popular among cat lovers, 
Usually quite playful, but capable of casting 
spells when provoked. 




















realy 


| Description: Although quite 
frog form, their attacks become far more 
dangerous when they reveal the human 
faces on their backs. 





Une ale 
Description: Physically quite weak, 
but capable of wearing enemies down 
by repeatedly casting unpleasant spells. 
Occasionally splits into two when losing 











4 An odd monster in the 
form of an eyeball with arms and legs. Said 
to turn red and become very strong véhen 


















me Gold bracer 








that hvow their spiked! collars $0 enoire 
enemies and make them easier to hit. 


Medicinal herb 





Maclla Region 


poepesce rapes 
| that flies freely through the air on giant 
| wings, Capable of casting air-based spells 


| on groups of enemies simultaneously. 





sar Amoi ageeieas 
| large bell. Usually does nothing more than 
| watch and laugh, but occasionally calls 
jargons for help. 


Hairband 





me Gold bracer 





Maella Region 


Physically quite imposing, 
| these monsters are also capable of 
| breathing fire and throwing magical sand 
| from their jars. They appear to enjoy a 
| symbiotic relationship with dingalings. 











| 

| mothers of drackies The lullabies they use 
to put their babies to sleep work just as 
well against their foes in battle. 











| Description: Powerful bird-like 
| monsters that resemble two-legged 
| bulls. Sleepy and lethargic, they are foul- 


tempered when suddenly awakened. 








“MATER 
| Description: Despite their silty 

| appearance, these monsters are crafty 

| opponents capable of preventing enemies 








a. Ruined Abb 


____ FAMILY. ZOMBIE 
Description: Human knights that met 
a foul and painful end. Frustration and 
sadness at their pitiful fate keeps them in 








| Description: 

} for the inordinately large number of experience 
| points they bestow. Although not particularly 

| dangerous, their tendency to flee at the first sign 
of trouble makes them quite difficult to deleat 





protect them against all but the most 
determined physical attacks. Use magic to 








Description: Mushroom-shaped 
monsters with a sweet breath that puts 
enemies to sleep. Commonly encountered 
in humid areas such as deep forests and 














SEBCT OTT FAMILY: HUMAN 
dusts eanations peste Saatabial eS 
become vicious foes when provoked. Their 
tiny bodies conceal incredible power. 














: A mutant fly grown to 
| human size. Known to carry rare treasures. 
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ee A unique monster that 
delights in telling its opponents stories 
| using hand-puppets 








im Slime earnings 
Kingdom of Ascantha 





“ ; Description: Great archers in spite 
“3 — of their size. Capable of surrounding 
S| OPPonents and unleashing a fusillade of 
37 } arrows upon them. When trouble beckons, 
as they swiftly call for reinforcements 





Short bow 
Kingdom of Ascant! 


143°) NIGHT/SNEAKER ARMY. MATERIAL 





a. Wishers’ Peak 







ba * | Description: Monsters that skulk 
be ae around in the dead of night. They are 
“a | masters of defensive magic and can deflect 













Bunny tail 


Kingdom of Ascantha 





Description: A monster ms 

from head to toe in filthy old bandages 

| Capable of spitting curses that envelop and 
immobilize enemies. 








Kingdom of Ascantha, Ruined Abbey, Wishers’ Peak, Dark Ruins, 
Swordman’s Labyrinth 





elle 


eonaine ie Be sure to carry moonwort 
| bulbs with you if you think you will 
encounter these vicious monsters, 








Poison moth knife 
Maella Region, King 













jon: Half man, half goat, and 
3 the worst of both. Usually timid, they turn 
a red if provoked and call for fellow pan 
pipers to join the fray. 


-* | 







Medicinal herb 
Leather kilt 
Kingdom of Ascantha 












SUE 
Description: Angry at seeing their slime- 
friends bullied by swaggering adventurers, 


bd these courageous little monsters swore an 


a: 


oath to defend them. Now they roam the 


“BE | 204 2s hrights on slime steeds 


Bs Slime earring 
Templars shield 
Kingdom of Ascantha, Wishers Peak _ 

























Description: These mechanical bids 
are the result of a mad scientist’s twisted 
| experiment. When they detect a target, 
| they become a deadly whirlwind of razor- 











edom of Ascantha, Pickham Region 


t “ Richt. fo 
Liaele 














| Description: : Rightly feared for mig 
| habit of hiding in forests and ambushing 
} travellers. When hurt, they pluck leaves 
from their own branches to use as healing 
herbs 











ie Strong medicine 
Maella Region, Kingdom of Ascantha, Wishers’ Peak, Pickham 
Region, Baccarat Region 





recasters salto Cay aston een 


39 can be used to make special cheeses. 


a Waterweed mould 
Red mould rm 
Kingdom of Ascantha, Pickharm Region 


4 
” 
a“ 











lanes te sche mae Their real 
faces are said to be even scarier. 





Meni ic beast hide 
gdom of Ascantha, Wishers’ Peak 








Description: As the name implies, 
@ monstrous rotten corpse. Their foul 


appearance can cause your tension to 
decrease suddenly. 














Description: Extremely agile, these 
monsters are feared for their skilful rapier- 
work and Mercurial Thrusts. 








Feathered cap 
Pickham Region 





pane 


Description: Api wail | 
| peppers. Their crazed grins belie their 
| wiliness in battle. They can prevent 


at | enemies from using spells, and like to 
Red mould 
ie Rapier 
Pickham Region 











Description: The wings of these 
monsters are useful items that allow 
travellers to teleport to previously visited 
locations instantly. 








Description: Mysterious 
monsters with a nasty habit of hacking 
down unwary travellers. These vain 

| creatures love to flex their muscles and 
psyche up in front of their enemies 





gm Leather cape 
Pickham Region 








Description: Tisai iene 

| ability, these monsters wait for the best 

| opportunity to attack their enemies. Watch 
out for their vicious slashes and formidable 











ZA surprisingly cat 
monster. Its cute looks betray no hint that it 
is skilled at both fire and ice magic. 
















)60:GORERILLA 7 aa 


: A brute of a monster 





CAST 





ee 
ams } that wields 2 dub to bash enemies. Even 
a single blow can inflict 2 tremendous 


4 


















OB Lu MANNEQUIN) SY gaan. aad 


: A aude figure fashioned 
out of mud and animated with a magical 
spell. Dances a strange dance that lowers 
the MP of opponents. 











ie Cypress stick — 
gdom of Trodain 








aay, MATE 














pe Description: A skilful mimic that disguses 
a itself as a treasure chest. It waits quietly 
50 | to be discovered, then chomps on unwary 
“ travellers with its sharp fangs, Occasionally 





Iro 
Pot fid 
Unnamed Isle, Swordsman’s Labyrinth 


Goopysac LATERIA 


Description: An enchanted bag of 
treasure-turned-monster. Highly resistant 


to almost every spell, except those that 
drain its magic. 



















=% 





seduces enemies vith her Puff-Puff ability 
before unleashing a barrage of spells on 











alien 0 vite Gan ase As an 
undead creature, it hates the living and 
attacks travellers on sight 








66:\Curestime}  FAMIY, SUUBKE 
a 2 As the name implies, this 
" is a slime capable of casting powerful 
curative magic. Defeat it quickly or it vill 
heal its weaker comrades during battle. 








Description: the mage) 20st 60 Old 
swordsman inhabiting an empty suit of 
armour. Occasionally summons healslimes 
to assist it in battle 








ron armour 


Swordsman’s Labyrinth 





| Description: Tasso ts dide bendie, 
endlessly wandering in search of its path 














UFFALO)WING 


Description: A short: eeaer ‘and 
aggressive monster. Psyches up and 
launches powerful body-slam attacks. 


Description: A ragged cape enchanted 
by powerful magic. Invulnerable to 














Templar’s sword 
Swordsman’s Labyri 



















- od sonstive ANON “ 


97/7, MUMBOH-=)UMBOE | ; 





demon that spies and ues is thorny tal on | of twama, beh dino, and boe. Rattles 
opponents by casting Boom and using 







earth-shaking physical attacks. 





Plain cheese 








Seed of life 
Kingdom of Trodain 











|Description: i tasaerclaneaah a0 fi “Descripti rprisingly os = 

| eerie laugh. When you hear it, you know Description: uy bo 

trp |S about to self-destruct. ) " at best when alone. But it seems to have 
some sort of trick up its sleeve. .. 














Rockbomb shard 
Kingdom of Trodain, Mole Hole, Trodain Castle 





im AnaiD f° \ 


ALY: HUMAN 

Description: jie waned 

strong as a sumo wrestler, this monster 

doesn't seem to be able to live up to its 
true potential on its own. 

















dt Goer rte depils of oe arth Extends f penctipdionth tansante aredee 
a hand above ground to pull travellers to "8 that wields a sword far too large and heavy 











Strength ring. 
nao of Trodain, Desert, Beneath Ascantha, Mole Hole, Areas 








| Description: A feline monster that y pe 9 Description: Aleltchanded monster that 
spends its days lazing about. In battle, its / @ swings a single sword with both hands. The 
sleepiness can be contagious, b ge | Youngest of four brothers, it has an affinity 


15 for cheese. 











Leather whip 
Turban 








A ACHIN 


| Description: Denil seach 
7 to hunt down and exterminate monsters 
108 of the metal family. If you encounter one, 
chances are 2 certain highly desirable 


% 
metal monster may be in the area... 























Trodain Castle 










CEE Pink(PONGO FAMILY. BEAST. 







Description: Far more agile than 
appear, these monsters are harder to hit 


than you might think. Their clubs pack a 
powerful punch. 











Magic beast hide 











Elevating shoes _ 7% 


Kindom of Trodain 


Description: end eines 
over the world. Their bodies consist of a 
mysterious gel-like metal. 








Trodain Castle, Godbird’s Eyrie, Unnamed Isle, Areas Accessible By 


a Medicinal herb 


poo pear agri pr Beware 


} of mad moles who are in a state of high 


tension! 








Stone hardhat 


s 
n 
” 
6! 








Description: Flower-incawhers 
nourished by the anguish of those 
unfortunate enough to be turned into 
thomy vines, such as the residents of 


3 I Trodain Castle. 











— Le 


Description: Monsters that attack their 
enemies from the sky. Rumour has it that 


they can cast spells capable of wiping 


out entire parties, but the truth remains 














Description: hebalaacry 90s at 
armour. Beware their swords, When driven 
into the ground, they can stun a group of 
adversaries with powerful lightning bolts. 











rteynte reepely oi Seen Fie 
one is killed, another is born to take its 


place. 














ere 


ie Description: Quick-witted dog 
7 monsters. Their loud barks serve to 
| intimidate the enemy and summon allies. 






im Iron Cuirass 
Chain whip 


Land of the Moles, Mole Hole, Beneath Ascantha 








tnpredittable monsters. Don't let their 
small size fool you. They are more 






















COCKATEER 


lwo Description: A race of swordsmen... 
we or should that be ‘swordschickens’? They 

boast powerful sword skills and mastery of 

the Wind Sickles attack. 


A 






#2 





90 
Stone hardhat 





ss 


Description: Fearless, het ale 
predators with sharp fangs. Rumour has 
it that they can be tamed, but the truth 





s Brave slime-tnights who 
live for a fight. Although resistant to attack 
spells, they are susceptible to support 
spells, 













vOID 
cod 






z 


io0 Description: Aseangehy teeonica 

monster. Performs a carefully prepared 

puppet show, entitled "Love Story’, that stirs 
up the enemy in all sorts of ways 

















| Description: The dazzing bodies of 
these monsters burn as fiercely as the 
surface of the sun. They spew fire at their 
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97: LID tagars; “pamuenumanoin 


| Description: Capable of firing huge 
volleys of poisoned arrows simultaneously, 
these monsters also carry antidotal herbs 

in case they accidentally stick themselves. 








tnfinite 





|Description: 

needles while adroitly dodging incoming 

j attacks. Rumour has it that a sting from this 
monster can cause paralysis. 





Description: Boar-like monsters with 
masterful spear technique. Their Achilles 
heel is their low agility 




















Baccarat Region, East Argonia, Holy isle of Neos, Savella Area, Areas 


Accessible By Air 


leaves in their sie these monsters 
have the ability to resurrect fallen 
comrades. 








: The armoured pink 
carapaces of these insect monsters are 
highly resistant to physical attacks and 
spells. Try using magic to lower their 
defence before attacking. 











Description: 

a penchant for casting spells to confuse 
their opponents. For an easier battle, stop 
their magic with a well-placed spell of your 





: Former bnights en asin 
by the power of the Lord of Darkness. 
Loyal to the core, they continue to fight 








Northwest isle, Holy Isle of 





% 


os 


Unnamed Isle, Savella Area 


that can freely fy through the ab. Their 
preferred style of attack is to dive-bomb 
enemies from high altitude. 








Description: Famed for their teas 
footwork, these monsters use a variety of 


dance attacks during battle. See if you can 





Devil's tail 











nia, Holy isle of Neos, Unnamed Isle 


iaeciors hit te in dade forests. They 
cast ice magic to freeze unwary travellers 
and then use them as fertilizer. 








: ZA quel ra race eof dane 


| that cast instant-death spells in an attempt 


to consign their foes to an early grave. 











Description: Vicious beasts whose 
obsession with bodybuilding has turned 
them into even more formidable foes. Use 


spells to level the playing field 








Description: Golden creatures that have 
taken it upon themselves to protect the 
Holy Isle of Neos and the Goddess statue 














| Description: The result of many small 
| slimes fusing together and bestowing 

| themselves with 4 crown. A slime with 

} royal aspirations! 








Description: The iron n carapaces of 

| these fearsome creatures are virtually 
impervious to sword attacks, but they are 
susceptible to explosive spells. 








‘Description: Undiad cores Satine 
| poisonous swamps. If you have a hard time 
| hitting them, try psyching up first. 











‘ Wayfarer’ s clothes 
Holy Isle of Neos, Northwest Isle, Unnamed isle, West Argoni 


“Description: Fearsome agape 
| of channeling the power of the underworld 
| into a dazzling light attack, 



















aR) 115: Vouront Yaar 
? m: Aristocrats of the monster 
beat a | world. Famed for doing the Hustle Dance 

. when in dire trouble to tip the balance of a 
battle in their favour. 














a Asi 


| Description: ‘han cha abeir 

| uninterested when first encountered, but, 

in reality, they are merely biding their time, 
| waiting for the best moment to attack. 








Baccarat Region, West Argonia, Unnamed Isle, Cape West of 
Pickham, Areas Accessible By Air 


p17 :/SKULLRIDER  FAAMLY DEMON 
Lies Description: Ninja-like monsters 
Pe that execute rapid turns and rush their 


he 
t gilt opponents’ legs in an attempt to trip them 








































Description: A crafty monster that 
quietly observes its enemies to determine 
the weakest member of a party. Beware 











ULE BLA 


heceee Description: Froniconen ah wane 
i“ | patterns covering their bodies. When 
provoked to reveal the human faces on their 
backs, they can use powerful spells and ice 
attacks which damage the whole party. 




















| Description: To all appearances, these 
| monsters look like nothing more than 
normal treasure chests. Try to open one, 
however, and the joke’s on you. Beware 
128 | Le fearsome mimic! 





i ee 


Unnamed Isle, Pirate's Cove 





silly-tooking monsters are capable of 
| playing melodies that can lay low even 








f tis Description: Masters ofthe air, these 
ia monsters take flight on their leathery wings 
103 and attack foes from above. 


UL 


L 





Bs Strong medicine 
Bim Stee! broadsword 
West Argonia, East Argonia 


)123:) MAGIC/MARIONETTE) 7 


[GREEN Description: Famed for launching into 
a strange dance that steals opponents’ 
MP before running off. Although not 
particularly strong, these monsters can be 











belie its intelligence. Generally uses spells 
to raise its attack power before unleashing 











unassuming little lumps of flesh are in fact 
powerful magicians capable of casting both 
fire- and air-based spells. 








| live deep in forests. They swing their axes 
wildly as they charge their enemies 











Lio wet 


127; BuLibozeR 








Description: Feisty monsters that 
resemble giant bulls. They paralyze 
opponents with Burning Breath before 
charging in for a ferocious attack. 

















Description: Strike or slice these 

| monsters all you want; their undead flesh 
feels no pain. Beware of their tendency to 
call in fellow ghouls to sway the odds in 
their favour. 


















We)! 29::SHADE 









= PRREY, ELEMENTA 

Description: It is said that these 
terrifying apparitions are born when 

| the restless shadows of fallen monsters 

| coalesce. 













Wings of bat 








Led 
1% 
i) 


Soldier's sword 


East Argonia, Savella Area, Ocean 





Description: A killer suit of armour with a 
| grudge against humanity, This monster boasts 
| high offensive and defensive capabilities, Use 
| Support magic to subdue it before it uses its 

own magic to put everyone to sleep, 





Heavy armour 





East Argonia, Desert 


180 
Infinite 
80 


Description: These massive slimes are 
theoretically capable of fully healing all of 

| their allies in one go, but actual recorded 
cases are quite rare 





Amor seco essence 





Yagdresil dew _ 





East Argonia, Rydon’s Tower, Trolls’ Maze, Black Citadel, Areas 


Accessible By Air 











Description: Humanoid 

| that prow! the paths of the world, preying 
upon unwary travellers. Beware their 
dazzling light attacks and huge axes. 








f Description: Though they are capab 
| of casting spells, these monsters are rather 
| more hocus-pocus than proper magicians. 








East Argonia, Arcadia Region, Royal Hunting Ground, Rydon’s Tower 
’ 


134:| DEMONRIDER SAMILY DEM 
; - | Description: These vicious monsters 
petit | are masters of ice attacks. Their undead 

steeds appear to be made from the bones 
















WsauG 


: Ferocious insect ers 
that love nothing more than tormenting 


humans, Fond of casting blinding spells 
and exhaling a venomous mist during 

















136:/JABBERWOCKEE FAMIY: HUMANOID 
or’ Description: The combined form of 
four smaller monsters: jab, ber, woc, and 










a kee. In spite of their penchant for working 
" together, they seem to be lacking in the 


Bis team-spirit department. 


Special medicine _ 
Steel broadsword 















the mighty jabberwockee. An unyielding 
blockhead of a leader, famed for never 


having apologized for anything in its entire 























n 9139: KEE: : * NUMIANO! 
HP Description: The pompous nght arm of 
bones AS the mighty jabberwockee. Never misses 2 
| chance to guilt-trip jab, ber, and woc into 
| thanking it for its healing ability. 














Stee! broadsword 
West of Pickham, R 


1 A emcee 





don’s Tower 


















arm of 
the mighty jabberwockee. Constantly on 
the lookout for a chance to use its magic to 










Medicinal herb 
OEE tron shield 
Bam Cape West of Pickham, Rydon’s Tower 












| pastures. Their flocks are utterly devoted 
to them. 








=F: 
Description: Bird-shaped killing 
| machines. When attacks reduce their HP 
} to a certain level, they self-destruct in an 
| attempt to take their foes with them. 


7 Ta 


YY HUMANO 
nach dt 


Description: The led master 0 
| puppeteers. The distinctive fire-spewing 
| chimaera puppet is an original creation. 








| sends unwary travellers to an early grave. 
| Highly resistant to fire-based spells. 








V45:JACKAL RIPPER)? panne peas 


Wa, _ Description: Born fighters, these 
wre | monsters are masters of the Thin Air attack 
and highly resistant to air-based spells. 




















)146:)IRON|RHINO) ) sawuieauc 
Description: A silver beetie-monster. 

Protected by its iron-hard carapace, it can 
; shatter boulders with a headbutt. 












manifestations of the flames of a 
subterranean volcano. Fond of using their 


scorching breath to give adventurers a 
“| warm reception! 


Bandit’s grass skirt 


ame Spicy cheese 





Desert, Black Citadel 


of the Lord of Darkness. Use magic to fell 
them quickly before they have a chance to 
curse you 








Description: Acolytes of the Lord of 
130 Darkness that gave their own lives in 
His | *Cifice. Their flesh is gone, but their faith 
remains to fuel their hunger for battle. 


SF Aiillity: 
Amor seco essence 


gic water 
Dark Ruins 





| Fond of using their scorching flame-breath 
to roast hapless travellers. 











Using their spear tips, they trace their 
family crest in the air and unleash a 


tron shield 





ime roly lance 














Arcadia Region, Dark Ruins 
4 


LEPBRINAY Ca ers 
bn | Description: Green devils that make 
188 their homes in remote areas, They curse 

| their foes with the point of a finger 
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| Description: Although these monsters 
appear to be vicious and unthinking 
barbarians, they're actually masters of a 
spell that can resurrect fallen comrades 











' Description: Naa dealt tandem 
| a hideous ball, These monsters are highly 
| resistant to magic, so psyche up before 











Hea rctieres Satta jaenat ae lor 
| from using magic before attacking them 
with their razor-sharp talons. 


Razor wing boomerang 
Arcadia Region, Rydon’s Tower 





ots aaemean ancient city. A visceral 
nostalgia for the days of old led bricks from 
| the ruins to spontaneously reassemble 








Arcadia Region, Rydon's Tower 


| Description: Former priests of the cult 
of the Lord of Darkness. Their enslaved 

| souls remain on earth to punish those who 
dare intrude into the Dark Ruins. 


















UBT: # Dean) RINGER) AMILY: MATER 


ane | Description: A bell made of ice. Those 
be ai | unfortunate enough to hear its chilling 
| death-knell are frozen solid 



















Description: Crtginally cxated bys 
renowned Arcadian sculptor, these statues 
| were So exquisite that they took on lives of 




















Description: 
| full command of the strongest ice magic. 
| They live in cold areas, where they feast 


upon the frozen flesh of dead animals and 





i Dragon dung 
Blizzard Peaks, Herb Grotto 


161 SULT TSEMIT: FAM 


eat Ser Asher fora tos Wald 


pon of Darkness who has mastered the Sime 
} | Spank, a secret attack technique used only 


M4 by slimes. A fearsome foe indeed. 























aon Medicinal herb 
ie Magical hat 
Godbird's Eyrie (Dark), Farebury Region, Unnamed Isle, Untrodden 
Groves, Pickharm Region, Maella Region, Baccarat Region, Arcadia 
Region, East Argonia, Areas Accessible By Air, World of Darkness 












ELEMENTA 


rans ae 


+ Said to be the soul of a 

| man betrayed by his lover, The terrible pain 
| of her deceit froze his heart and tumed 

| him into a vengeful monster. 








Pa “Description: Once cer wolves, 
, now enslaved by an evil power. These 
unfortunate creatures tend to band 


together and live in packs. 















Magic beast hide 2 
Blizzard Peaks, Herb Grotto 





grotesque smiles. They love to pound 
the enemy with their massive dubs, and, 
51 with their high HP, can take just as much 
20 | damage as they deal. 
. 


a0 








Description: A tension queen found in 
snowy mountain regions. Few can survive 
her Cool Breath when she’s fully psyched 
up! 











Description 
white as a blizzard. They pack snow into 
iceballs and furiously hurl them at enemies. 


Needless to say, their temper is hotter than 
their habitat 








Blizzard Peaks 





+ Fly monsters ba feast 
| upon the flesh of fallen dragons, They 
| are rightly feared as insect versions of 








Description: invented by the Infamous 
| Dr. Dorte, these killing machines don’t feel 
| pity, remorse, or fear. Once activated, they 

will not stop until every living creature 

within range has been terminated. 








Blizzard Peaks, Dragon Graveyard, Herb Grotto 


Ai 


| Description: Fericiousi ice-warriors 
| born and raised in the deep mountain 
snow. Said to display a chilling hatred of all 


things warm. 





Poison moth knife 
Blizzard Peaks, Herb Grotto 


these creatures} jump from shadow to 
shadow to sneak up on foes. They are 
completely unaffected by physical attacks. 








Godbird’s Eyrie (Dark), Maella Region, Farebury Region, Kingdom 
of Trodain, Kingdom of Ascantha, Pickham Region, Cape West of 
gonia, Blizzard Peaks, World of Darkness 


to encounter this monster can't help 
chuckling. And if they're fortunate enough 
to defeat it, they can't stop smiling. 








these ice-monsters live to punish those 
| who hate snow and blizzards. 








“Description: 

| skies. Beware their resistance to support 
spells and their ability to heal multiple 
allies simultaneously. 


BOE Eagle dagger 





Ruby of protection 








isolated Plateau, Godbird’s Eyrie, Areas Accessible By A 


| known for their scaly coats, which repel 
| fire- and ice-based attacks, 





Isolated Plateau. Dragon Graveyard, Godbird’s Eyrie 


| surround themselves with magic barriers to 
| deflect spells. They are also associated with 
| good luck; it is said that any who encounter 
them are sure to find true love. 





Description: ZA fearsome foe wi with 

| multiple arms. Specialises in using several 
| different weapons simultaneously! 

: Tactically astute, and quick to exploit 





Steel broadsword 
isolated Plateau, Pirate's Cove Godbird's E 





Description: Saat toned ben 
} a headstone deep within the Dark Ruins 

3 that absorbed an evil soul and turned into 
a monster. 








= An evil bird-monsier that 
flies through the skies of the World of 
Darkness. Casts powerful healing magic on 
itself and its allies when close to defeat. 











Codbied's Eyrie (Dark), Desert, Farebury Region, Blizzard Peaks, 
Unnamed Isle, World of Darkness 


iti 


| with a penchant for using magic to double 
| its attack power. Fights like a real mucho 








a, Plateau, Godbird’s Eyre 


Wes DARK) SKELETON wT py ZOMBIE 


je Bi Description: These dedicated and 
D fiercely loyal monsters stand against 


tee 
12 humanity. 


















Bronze shield 
Godbird's Eyrie (Dark), World of Darkness, Farebury Region, 


Unnamed Isle, Areas Accessible By Air 








21 











181: Dark: MACARBOUR ' : 
Be | epuesiediian: 3 Gersesh West Sim 
$ in the World of Darkness, trees grow 

| from leaves rather than seeds, sprouting 
branches first and roots last. 














“Description: hangin eat Use 
magic to defend yourself against fire, lest 


Description: These monsters combine 
the strengths of fourtegged and winged 
creatures. Use physical attacks to defeat 


| them as they are highly resistant to spells. 














| these comes birds descended from the 
skies long ago to become swordsmen on 
terra firma. They taunt their foes by calling 
them ‘chickens’ 


| you be consumed by their searing flame 











Godbird's Eyrie (Dark), World of Darkness, Farebury Region, Kingdom 
of Ascantha, Kingdom of Trodain, Pickham Region, East Argonia, 
Baccarat Region, Alexandria Region, Areas Accessible By Air 


190:\HELIGATOR hry 
" os | Description: Tata shauna 
} shi that uses its enormous weight to body-siam 

unwary foes into submission. 























| completely resistant to thunder-based 
} attacks. Said to be a physical form of 
thunder itself. 


Hairband 
Scale armour 
tsolated Plateau, Areas Accessible By Air 


pst: |Dark{ DULLAHAN AMIDE ZOMBIE 


er Description: A warrior beheaded in 
f ne battle and risen again as a monster. Said to 


342 occasionally summon dark condors. 











:Atiny star system from the 
| World of Darkness. Emits an eerie light that 
makes enemies more vulnerable to spells. 












Godbird’s Eyrie (Dark), Maella Region, Farebury Region, Arcadia 


Godbird’s Fyne (Dark), Pickham Region, Alexandria Region, Land of 
gonia. Kinedom of Trodain 


the Moles, Untrodden Groves, East Argonia, Blizzard Peaks 





: Frog monsters with two 

| faces. The sight of the demonic faces on 
their backs is widely regarded as an omen 
of death by adventurers 


jon: Loyal creatures that have 
| dedicated their lives to evil. 




















)193:\HIGH|ROLLER) Tse geasr 









sa Lat + The number of eyes 
Description: or | hidden underneath their masks constantly 
| the grim riders’ donkeys are monsters in | changes during battle. When they roll a six, 


19% | their own right. They are utterly dedicated 


nt) 
88 to their riders. 


expect to see a bomboulder join the fray. 

















)194:\DarkopiLe 


es Description: peremreryacnren 

Pigg | lost its way, ended up in the World of 
Darkness, and began a new life as 4 

darkodile 











= Born from the toxic 
sludge of the dark seas. Prevents foes 
from attacking by singing funny songs and 





} making them laugh 





Hairband 

Scale armour 
Godbird’s Eyrie (Dark), World of Darkness, Alexandria ‘Region, West 
of Ascantha, Maella Region, Baccarat Region 

























212 


| possessing incredible strength. Fond of 
| splitting the skulls of enemies with a swing 
of its enormous club. 








bom from blood spit on king fields 
They plunge battlefields into turmoil by 
| beckoning other monsters into the fray. 








5 Seats monsters tht are 
animated forms of cursed rose bushes, 
They entvrine enemies in thorny vines, then 
incinerate them with powerful fire spells. 





Spiked steel whip 
Untrodden Groves, Areas Accessible By Air, Trolls’ Maze 





 Beseription: nc and poner 
when fighting alongside its friend, 
mohawker 





fron cuirass 
Untrodden Groves 


199:| Monawker se 


f aa Description: A silver-coloured comrade 
oe a4 0F buffalogre. This monster fights tactically, 
; v9 Using powerful healing magic to turn the 

; io | tide of battle in its favour 

















ol casi Sine way Ceghiaion seat Some 
theorise that these monsters are the adult 
| form of minidemons. 








Battle fork 
Black Citadel, Kingdom of Ascantha, Farebury Region, West Argonia, 
Holy Isle of Neos 





| cautious dragon. When threatened, it takes 
| @ swig of amor seco essence from its jar to 








Black Citadel, Kingdom of Ascantha, Farebury Region, East Argonia, 
Arcadia Region 





‘Description: These dancers of the 
| netherworld once played a central role in 


the rituals performed in honour of the Lord 
| of Darkness. Experts in a wide variety of 
dance 





Black Citadel, Kingdom of Ascantha, Farebury Region, Baccarat 
Region, Kingdom of Trodain 


Description: Aggy 

covered from head to toe in hard scales. 
| They use magic to lower enemy defences 
before moving in for the kill. 





Their imposing bul translates into a 
massive amount of HP. Resistant to damage 
and difficult to defeat. 





rWeaie dcit eek 
| as tribute to the Black Citadel, transformed 
by the power of the Lord of Darkness into 
vicious monsters. 











BIR: 
we. 


x Description: Bird-tike monsters that 
Pa | patrol the halls of the Black Gitadel. They 
ies carry swords consecrated by the Lord of 
ite Darkness himself 














Description: Tolented and trusted 
monsters that serve as guardians. They are 
powerful indeed, with no weak points to 








: The fury of the Lord of 
Darkness taken physical form as a powertul 
monster. Combines sheer size and strength 
with an overwhelming hatred for anything 


re nanan 
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‘Description: This giant ‘dragon swings 
| its enormous tail to wallop multiple foes 
; simultaneously. 





Black Citadel, Alexandria Region, Maella Region, Northwest isle, 
Baccarat Region 


[ Description: pee Cateint 
| Citadel, risen to protect the Lord of 
| Darkness in answer to devout believers’ 











Black Citadel, Maclia Region, Alexandria Region, East A Argonia, 
Pickham Region 


[ Description: An aposte of the Lord 
| of Darkness who sacrificed his own life in 
| order to serve his master. Calls upon other 
| monsters to fight alongside him during 








Magic vestment 
Rune staff 
Black Citadel, Alexandria Region, Farebury Region, Arcadia Region, 
Kingdom of Ascantha 








‘Description: 
| enslaved and imprisoned by the power of 
| the Lord of Darkness long ago 














mt Denevintlon: A suiee kat ovata 


oo living together in a symbiotic relationship. 
| Sais to crop an excmedingly rane pak af 











| onaae area handful in their own right, 

| but become even more difficult to defeat 

| when they call upon hell's gatekeepers 
for help: 











slipped into another world during their 
search for prey. When in a state of high 
tension, they can fell even experienced 














| "Description: Few travellers survive an 
encounter with these foul monsters, as 
every beat of their dark wings fills the air 











Farebury jon Alexandria Region, Kingdom of Trodain, Maella 
Region, Land of the Moles, Pickham Region, Baccarat Region, 
Arcadia Region 


' Description: Firebirds bom ma phoeniafie 
| from raging infernos. Capable of exhaling 
an incinerating breath. Totally resistant to 
j any fire-based attack 





a Bunny teil 
Saint’s ashes 








ata | Description: Ferocious shadowcats that 
& provd through the darkness. It is said that 
no one who set eyes on a dark sabrecat 

| ever fives to tell the tale. 
Eas 


Leather hat 


ei 
7 











Farebury Region, Kingdom of Ascantha, Unnamed tsle, Arcadia 
Region, East nia, Pickham Region, Areas Accessible By Air 
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Description: Fearsome demon- 
| creatures belched from the depths of hell. 
It is said that they leave an eternal killing 











‘Description: Almost nothing is siknown 
about these mysterious and phantasmal 

monsters who have a penchant for luring 
travellers to their death with an evil dance. 








s the mighty combined 
form of the head of state, the body politic, 
the right wing, and the other right wing... 
er, left wing, Feared for its mastery of 


Ss com Sere NY 


the team. Capable of casing both ighning. 
based and healing spells. Boasts of bemg elected 
by its fellow party members. In reality, @ was 















body poli resis al bt te mot 





Magic armour 
Unknown 





: Famed for chuckling evilly 
| [omen battle. In reality, chuckles evilly all 








231 :;SOvaRIS) —Y paamey, ELEMENTA 





lt | ambitions. Calls forth meteor storms to 





ie eae heese 
Bastard sword 





Description: A general in the army of 

) the underworld. Already powerful in its 

} own right, after psyching up its attacks can 
injure entire parties with a single strike, 















497 | Description: A mad planet with evil 







destroy any vého dare oppose it. 














| Description: incassanle colin 
| about the activities of the right wing, body 
politic, and head of state, but lacks the 

| motivation to actually do anything about it. 


Highly-strung cheese 
Power shield 
Unknown 





 the-box, this well -camouflaged antler 
lives to surprise unwary travellers. Often 
carries precious materials that can be used 





232:\GREATsTROLL’ , 












1oVw Description: An ‘credibly de destructive 
monster with an attack power almost 
beyond imagination. Said to carry 
extremely rare seeds. 




























| Description: Dacia tic Seantaak 
} Killed during a crusade. His bitter soul 


bag | DEATS a grudge to this very day. 
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477, 
Saint's ashes 
Skull ring 
Unknown 








n: Alogi that waded bis 
| physical body for the power of the Lord of 
Darkness. Lofts his sword high in the air 
| to call down a divine punishment upon 
his foes. 


lon: Fearsome magicians who 
hold the power of life and death in their 
cruel hands. Masters of magic, they are 
adept at casting every form of spell. 








snard the aptes to tee astharnerd Cale 
| forth an elysium bird to drive your monster 
team back into reserve. 

















Rusty old sword 





Unknown 


bide 
"Description: Uncined crsahuies thet: 
| torment enemies with an array of powerful 
and destructive breath attacks. Psyche up if 
you want any hope of landing a solid hit 





PEER 


" | Description: An enormous, airborne 
alligator creature with a cruel smile and a 


| vicious chuckle. Beware its powerful body- 











| Description: The juvenile form of the 

| same type of monsters as Khalamari. Often 
tries to play with the enemy instead of 
attacking them. 
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SA ale of aie: will 
| often flee immediately after healing an 
injured comrade. Can be quite difficult 


belies the ferochy of thelr attacks. Known 


for preying upon ships at sea, which 
they surround and subdue with powerful 


paralysis spells. 


eee Tes oretie fen cle 
| king squid. Not particularly interested in 
fighting. Think of them as the mascots of 














pig-tike face. is Gack i palsca co penne 
foolish enough to eat it. 








+ The anchor of a ship that 


| sunk with all hands on board, given new 
| life as a vengeful monster. Launches itself 


from the sea bed in an attempt to bring 
other ships down to share its fate. 











Description: Sigiat hesles of Sis ian 

Focus your attacks on these monsters first, 
as they are capable of resurrecting fallen 

allies. 


























YAO 7 
UAT 


Description: rer ings 
} moray eel that subdues enemies with a 








|Description: Afaacdene taker othe 
| sea. Uses magic to decrease a foe's defence 
} before slashing at it with its razor-sharp 

| talons. 





dos col teas inode aor elec 

Due to the high HP of king squids, you may 

want to use instant-death spells rather than 
=) physical attacks to subdue them, 














249: OCTAVIAN|SENTRY, 1 


ANd ‘Description: Highly trained v warriors 
By of the sea, equally adept at physical and 
ey | Magical combat. Difficult to defeat with 
55 physical attacks alone 

















A oraues aba ousted ite Whenever 
a fellow monster dies, pigmalions almost 
inevitably sacrifice their own lives to 





Waterweed mould 








Ocean 

















)25.1:/SEA'DRAGON) saan AQUATIC ale 
ae Description: Fearsome monsters of 
io the deep sea. Capable of using Gigaflash 
to dazzle enemies. Remarkably agile and 
| hard to hit. 





256: SEASAURI z 
lucie Description: Masters of breath-based 


bd attacks, these monsters use their fearful 
roar to intimidate enemies. 





han 









Ms 
wn” 




























ay  ADUATIO 7 ‘ 
: Fearsome and angry Description: Long feared rS, 
bsnl wharf-monsters. Use spells to attack them, 143 these monsters use their vicious lances and 
120 lightning-fast reflexes to deprive unwary 






rm as weapons have little or no effect on their 
tough steel bodies. 






ss ships of treasure. 


i iron shield 
ema (ror lance 
eee Pirate's Cove 


258:\Ripripe) SV paaiiey: AQUATIC 

vag Description: A fearsome fighter of the 
hs seas with razor-sharp claws, Capable of 

16 spinning its body like 2 propeller to cut the 

enemy to ribbons 
























| Description: A monster resembling an 
enormous sea snake. Highly venomous, 
these monsters use their fearful 
appearance to confuse enemies during 
battle. 








iB Medicinal herb 
Snakeskin whip 











) 
each 


and lure unwary sailors to their deaths with ) 2 at these monsters boast incredible vitality. 


the tantali omise of Putf-Puff delights. Generally speaking, they are nearly 
ome ‘ impossible to defeat with physical attacks 











2 An elite among mermen 
The hard scales covering its body bestow - sea monsters. They wait in deep waters 


complete resistance to fire-based spells. for ships to pass overhead, then launch 
Beware of their high attack power. , } themselves toward the surface to sink 














Pirate's Cove 


SELECTED BOSS MONSTERS 


The following section contains just a smattering of the bosses in the game. Part of the enjoyment of playing this 
game is deciphering the strengths and weaknesses of the bosses, so be cautious when entering any boss fight! 


' : A bitter and vengeful ‘ Description: Although temporarily 
tmerman who has long sought the tortune , tet transformed into a ferocious brute by 
} feller responsible for dropping a crystal ball de Ge Dhoulmagus's enchantments, Khalaman is 


lon his head. Py actually quite a kind fellow at heart. At one 
si time he planned to open his own comedy dub. 

















Waterfall Cave . = 7 





263:)TORTURED) SOUL FAUMILY- ZOMBIE (J ww ZABLIDL GT FAMILY: BEAST 


nn Description: The cursed spirit of the ' Description: One of the guardians of 
nail abbot of the former abbey, which was : the Doors of Judgement deep within the 
Oalenas destroyed after being stricken by the , ; Dragon Graveyard. Has carried out his duty 
dies, plague. Slaying this poor creature put an 

au iso0 


8 Strong medicine 


M d of strength 
Unnamed isle, Dragon Greveyard 














FAMILY: MATERIAL S » 274: Buwe| Fan FAMILY: BEAST 


Description: A monster that carries Description: One of the guardians of 
the precious Venus’ tear in its mouth. a the Dragon Graveyard, Attacks candidates 
Its guiding motivation appears to be to test their worthiness to undertake the 
its obsession with priceless jewels and trial, 

















FAMAILY. BEAST 
Description: A self-prociaimed artist 
and music lover. Unfortunately for those 
around him, his love for music doesn't 
necessarily mean he's any good at it. 

















FAMILY: BEAST FAMILY: UNKNOWN. fa 


Description: Don Mole’s loyal Description: Once the world’s most 
henchmen. Willing to endure anything for powerful warrior, his abilities earned him a 
their boss... Except listening to his music, place as a sentinel of the Black Citadel. 
that is. 














oie Mirror armour 
Black Citadel, Unknown 








FAANLY- DRAGON tj FAMILY UNKNOWN 4 
: Long hunted for their - ' Description: One of the main guardians 
precious Argon hearts, these monsters run : of the Black Citadel. Draws upon the power 
at the first sight of humans, \a : of the deepest, darkest seas to destroy the 














am N/A 


Royal Hunting Ground 








FAMILY DRAGON $=} ; FAMILY UNKNOWN. F¢ 
Description: The largest and most Description: The ruin of the Black 
impressive Argon lizard. Its Argon heart is Citadel itself, risen to defend its master! 
said to be pretty huge! 























Royal Hunting Ground 
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Here are all the monsters you can find, recruit, and add to your Monster Arena teams. 
Consider the following ven putting together a team: 






Many monsters have stats that are not fixed because they 
rise along with the level of your party leader. Note that 
these stats reflect the stats they will bring to your team; 
many Team Monsters have higher stats when they fight 
your party during the scouting process. 


of> Turns in combat is only refevaat when you use the Call 
Team command in @ normal battle. Add together the Turns 
in Combat field for all three numbers, then round off to 
the nearest whole number. This determines how long your 
team will stay oa the field. The walt extra turn team bonus 
adds 1 to this number. 


The Teams are special monster teams to which the moaster 
belongs. See the “Special Monster Teams” chapter to find 
out whet other monsters are needed to fill out the team 
and unlock the bomuses. 


















Comments: Sharpshooter a.ke 
Archer has a more useful selection 
of attacks than its kin, including 
Snooze spells and the Multishot 
ability. However, it is still hampered 


BLADEWOLF 
Comments: Arch-archdemon 
a.k.a Archfiend has 926 HP, a high 
attack score, and the useful Kaboom cece ; 
spell (as well as Insulatle). It doesn't ‘ j Comments: Loopy Lupus aka 
play well vith other monsters, but is j : Biadewolf will add some offensive 
3 great addition to any team Agility: mights to any mid-level team with 
its powerful and consistent attacks 
But first you must find it; it prowls 
TER COM around on a smail island that doesn’t 
GamNone Tas even appear on the world map! 


cevtilsomm Alter defeating Monster Arena 
Rank D 


Comments: Big Blue Bully aka 
Arges is a heavy hitter with a lot of 

_] HP, but it’s a bit below the power t 
curve by the time you can scout ~ Comments: Cold Fire aka. Blizag 
it. Brontes, for example, ts a very Defence: Jr. can be a dangerous monster to 
similar monster that has better stats Agility: scout, because it can use the Thwack 
and works in a larger combination © Te spell to score instant-kills, Thwack 
of teams. 63 can work in the Monster Arena too, 


but it is less effective because it can 


only target one enemy at a time 


Comments: Al Gee a.k.a. Big Al's 

Silly Song only hits one target. He . Comments: Old Soldier aka 
—— also suffers from a lack of defence, Bones is a decent warrior that 

although he can shore up this neat: | alternates between sword strikes 

weakness to some extent with his J and casting Kasap. If you're looking 

Midheal spell pibideereis COPPET for a third swordsman, Bones will fit 
’ the bill, When fighting solo, though, 
Bones has too few HP to last 





OCATION B : Argonia 
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MP: 0 

Attack: 132-297 
Defence: 89-302 
Agility: 37-165 
Turns in Combat: 0.7 


MP: 0 

Attack: 274-282 
Defence: 141-166 
Agility: 88-99 
Turns in Combat: | 


Attack: 189-252 
Defence: 138-176 


Agility: 100-240 
Turns in Combat: 0.9 


I Bea Team Goodnight 
TeAA BONY ala Dirge 


but it will spend some of its turns 


FAMILY: DEMON 


a.k.a. Brontes is a top-class monster 
that delivers consistently powerful 
attacks. Like Steropes, its partner in 
team Two Eyes, Brontes is a bit of 


_] a marshmallow with lots of HP but 


FAMILY: HUMANOID 


Bush-W. is a powerful, quick, 

and reliable attacker. Bush-W. is 
also a particularly good choice in 
osu al 


FAMILY: ZOMBIE 


aka copessten aanehy diatier Pak 
can be scouted early in the game. It 
attacks reliably, often using a sword 
attack that causes good damage. As 


= With recovery 
spells like Zing and Multiheal and a 

naturally high agility (further boosted 
by Acceleratle), Colossal Clione a.k.a. 


— Clio can be a very effective healer. 





? ° a 

MP: 32-47 
Attack: 76-95 
Defence: 128-188 


Agility: 93-229 
Turns in Combat: 12 


MP: 0 

Attack: 210-250 
Defence: 175-275 
Agility: 125-225 
Turns in Combat: 1.2 


em: 


However, this monster doesn’t have 
enough HP to survive for long in any 


“FAMIL ¥ BEAS T 


aka. Cowboy is a simple and 
straightforward attacker. Its attacks 
grow significantly along with your 
E Hero's level but they't always be at 


PAuMLY SUME 


aka. Curer is an enhanced version 
of Healer who uses Fullheal and 
Multiheal instead of the weaker 
versions. It is quite resilient for a 
healer, and can function weil solo 
or in 2 wide variety of teams with 


OLATHMOVE 


TEAM tule 


FAM ¥: MACHINE 


ak.a. Cybot is virtually identical to 
Roborg but with slightly better stats. 
Still, tome Killing Machine is good, 
two are better, and three are nearly 


Triple Trouble 
Sm Stream Killer Attack 


; 





Woulite. | Copper 


TEA 


DEATHMIOVE 


Attack: 158-260 
Defence: 116-280 


Agility: 68-207 
Turns in Combat: 0.9 


Altack: 109-178 

Defence: 132-212 

Agility: 105-244 

Turns in Combat: 1 
Se 173 


Valentine's Day 
DEATMMOVE [OZ = 
sala: team Agility +15 

Not Quite Human 


N/A 


tuna) ream Max HP +15 
culcaee (solated Plateau 


LOCA 


Lt 


Attack: 101-119 
Defence: 103-150 


Agility: 70-102 
Turns in Combat: 0.7 


= 


E Argo 


Turns in Combat: 0.9 


BEE 20 


Deadnoble is a reliable fighter with 
high defence scores and powerful 
attacks. Pair him with other lancers, 
riders, or other zombies to unlock 


Multiheal if they have enough MP (it 
costs 10 MP a pop). Dolidrums and 
Moppet gain a special agility bonus 
on top of the usual humanoid HP 
boost when used together. 





Comments; Mole Major aa. 
Doug has average stats for early- 
game monsters, and isn’t extremely 


BPECIES: NOTSO MACHO 


FAMILY: HUMANOID 


a.k.a. Dumbking is a great choice for J 
the early and middle rank fights in 
the Monster Arena, its attacks are 
strong, plus it.can cast the Oomph 
spell. The target of Oomph is chosen 
at random, but the effect is powerful 
and remains from round to round. = fj 
















TEAN 


Ee Love 







TTEAM BONUSE 


LAM 


ee N/ 





ite Cy 


AM 
DEATH MONE 
TEAM BONUSES: 


LOCATION: 


amie 78-179 


Agility: 78-209 
Turns in Combat: 0.8 


Elemental Storm 
N/A_ 





FAMILY: BEAST 


team members battle your foes, 


Death Tabby a.k.a. Fat Cat is content 
to roll around and wash its face. 

As adorable as this may be, it’s not 
going to get you far in the Monster 
Arena. 





orc ES: SHENUS 
FAMILY, HUMANOID 


Fertiliser a.k.a. Faunus to your team, 
you get its entire flock of sheep to 
boot. The Counting Sheep attack can 
put enemy parties to sleep, while 
Sheep Call can inflict heavy damage 
(regardless of enemy defence) to 
a target. Faunus is a decent early- 
game choice, 





BPECIES: DANCING FLAME 
FAMILY: ELEMENTAL 


a lot of fire-based attacks. Its stats 
aren't particularly great, but it has 
natural resistance to most magical 
types, except ice. 


FAMILY: HUMANOID 


Fletch casts a fot of Buff and Kabutf 
spells, which are not quite as 
effective in the Monster Arena. This 
foe is best used in combination with 
the other archers, 
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ease with which you can find and 
4 Copper capture it. This is a fine choice for 
The Blade Runners _ filling out the third sword-wielder slot 
in your version of the Blade Runners 
team, 


Comments: Hooded Hacker aka. 
- 97- Hoodwink is a powerful attacker. 
Turns in Combat: 0.7 : ; it. can be somewhat unreliable in 
ea : sty OF} : i «9.9 | Combat on occasion, sometimes 
1 Gold heathy bberirirenrysldera tate : “8° 4 using a Dazzle-like ability and 
The Treasure Hunters _ cai i a Clee a ie ing itself up at inopportune 
odes , 2 times. On the other hand, Hoodwink 


MP: 25 
Attack: 145-252 
Defence: 78-247 
Agility: 35-64 
Turns in Combat: 0.9 | find, Since its stats rise along with Turns in Combat: 1.3 sevdig sodhes ten comaned 
a 0s your party's level, Axoraptor a.k.a. ; oe em with other monsters, Slime Creator 
____} Hackzilla is a viable contender right ASTER CIN a.k.a. Hori can help complete The 
up to the final ranks of the Battle ‘AM ‘} Legends team. 
| DEATHMOVE Big Bang 
preweowsts i 


FAMILY: DEMON 4 SPECIES: WALKING CORPSE 


MP: 47-64 
Attack: 65-71 Comments: Femme Fatale aka. on FAMILY: ZOMBIE 

Defence: 102-120 Hazel has a wide variety of moves to 

Agility: 104-132 utilize. Its ability to raise itself to max 

SEE et nef nD Terie [aha sas pn em 


grows, which oftentimes results in 
good HP and attack stats. However, 
its defence isn't quite up to par and 
its attacks are not very effective. 


other non-attack move. Hazel does 





Lonety Joe 


SPECIES: FROSTBURN 
FAMILY: ELEMENTAL 
Attack: 168-219 
Defence: 103-151 
Agility: 106-137 
> Turns in Combat: 0.9 
‘} specific elementals, they form a team 


|} that is virtually impervious to magic. 
As with Blizag Jr., watch out for 


puilioms After defeating 


MP: 0 
Attack: 65-163 
peceae Seal Defence: 36-113 
st Agility: 34-82 scoutable monster, It spends a lot of 
il : " aos in Combat: 0.7 time psyching itself up, and may at 
teams, but it isn't the best choice ‘ es ae * times use this to dish out devastating 
to use on its own. Even if you don't yp opper____...... J} attacks. However, since it uses its 
intend to recruit it, it’s well worth hector toelsi ap 
fighting Jewelbag for the 261 gold : 
and the Silver Coin that it drops. 


. FAMILY: MACHINE 
MP: 16 
Attack: 45-136 
Defence: 23-214 
‘ Agility: 10-173 slowly, so it’s not a great choice to 
s FAMILY: DEMON Turns in Combat: 0.6 | use by itself. However, it can be 
MP: 0 | or go a valuable addition if you plan to 
Attack: 149-201 sed pCopper _ create the Clank and Speak tearm 
Defence: 162-244 Comments: Bone Racer ake. ' —_— before you unlock the third Killing 
Agility: 126-248 Jockey is a fairly strong fighter with 
Turns in Combat: 1.1 | high defence. It fits comfortably into 
three teams, although the Demon 
bonus of an extra turn only helps 
when you call your team, making it 


MP. 96 

Attack: 65-205 

Defence: 715-985 | high defence, Metal Babble aka. 
Agility: 125-204 Metabble’s 6 HP can go a long way, 
Turns in Combat: 1.3 especially when paired with healing 
MED 010 | slimes (and 


MP: 163 PAMILY: BEAST 
MP: 0 

Attack: 109-267 

Defence: 53-211 

Agia: 81-188 Sa Poicke has eonne 
Tams io Combat: 0.9 | trong attacks, but occasionally 


HAAN BONUS Toon ) Attack +15 — 
Tee Baccarat Reg 
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difficult opponents in the Monster 
Arena for your foes. A mere 3 HP 


) Team Max HP x2 
Metal Power 
j DEATHINOVE Magic Burst 


Arena Rank F 


(er - 

MP; 25-34 
Attack: 76-191 
Defence: 70-170 


Agility: 63-163 
Turns in Combat: 1.1 


that if you run Punchin’ judy aka. 
Moppet alongside Dolldrums, you'll 
receive a double stat boost! 


Not Quite Human 
aN A 


Beis Team Max HP +15 


Turns in Combat: 0.8 | demons due to its low HP, but its 
—— Sweet Breath attack (which puts foes 
to sleep) can be useful in early ranks. 


ie Full Metal Power 
el a Magic Burst 7 
ile team Max HP x2 


» 6) FAMILY: MACHINE 
MP: 0 

Attack: 225-265 

Defence: 200-280 


si ear _ 1 | Comments: Killer Director aka. 
. Combat: Nohi is even more powerful than the 
OF other Killing Machines, and fills a 


I Either Kingdom of 
Ascantha on smail isle or 
Desert in Areas Accessible 


Attack: 177-239 
Defence: 155-196 
Agility: 131-202 
Turns in Combat: 1.2 


aka. Octurion is one of the best 
healers in the game. It uses Fullheal 


has the HP and defensive fortitude 
~} to survive long enough to use these 
abilities. 


ae iine ie Appears after beating 
Arena Rank 8 


FAMILY: BEAST 


heavily pursue the Monster Arena 
challenges until after you gain the 
ship, picking up this heavy-hitter will 
make the first several ranks seem 
quite easy. Later on, Wild Spearman 
aka. Orcus can be useful in a 
group with the other Javelinas. Like 
Octurion, Orcus can cast Zing. 


FAMILY: BEAST 


Attack: 244-249 

Defence: 138-150 

Agmy, 14-114 Orrid is quite powerful and has 

Turns in Combat: 1.1 the ability to psyche up quickly 
and unleash devastating attacks. 
in combination with Spike, Orrid is 
even stronger and the pair form a 
two-monster team that will serve 
you weil in the high rank fights of 
the Monster Arena competition. 





Pa TROLL SAGITTARI 


Comments: Troll Patroller a.k.a. 
Pa Troll’s power comes at a cost, 
which is a serious lack of defence 
and agility. That's a high hurdle 

to leap, but if you're starting the 
Monster Arena late in the game or if 
you're at 4 low level, Pa Troll could 


Comments: A reliable fighter 
that uses standard arrow shots and 


~] a.k.a, Sagittari is very easy to find, 
located on the path just north of 
Arcadia. 


" MP: 0 
Attack: 158-241 
Defence: 95-186 


Agility: 58-18) 
Turns in Combat: 1 


how early you can scout it. If you're 
strong enough to beat it (and don't 
mind taking a littie trip), you can 


OLATHMOVE TF 
estes Team Attack +30 


Kingdom of Trodain 


Attack: 173-222 
Defence: 168-238 
Agility: 120-251 
Turns in Combat: 1 


Mklaka. Roborg has no : 
prerequisites, you should grab it as 
possibie. 


t FAMILY: AQUATIC 
Mp: 16-3) 
Attack: 54-188 
Defence: 54-265 


Agility: 45-195 
Turns in Combat: 0.7 


important in Monster Arena battles, 


both high defence and the prospect 

of a party-wide defence boost when 

used with other aquatic enemies. 

Unfortunately, Robster wastes many 

of its tums draining MP that it can't 
“| use for itself. 


and Little Nipper a.k.a. Robster offers 





FAMILY: BUG 


Stat, it also uses the Kabuff spell. 

Combined with its poison attacks, 
this can be a powerful combo but 
only if your opponents don't use 

spells! Scorpius is a fine choice 


— against enemies that use only 


Defence: 162-205 


Agility: 105-135 
Turns in Combat. Mw 


FAMILY: HUMANOID 


Seasaw is a powerful attacker with 
a pretty good defence stat. It has 
the Whack spell, which can be 
dangerous when you try to scout 
it. Unfortunately, it isn’t as effective 
during the higher rank fights of the 


+ Monster Arena. 


WI After defeating 
Monster Arena Rank F 


a 
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Attack: 48-215 

Defence: 25-201 

Agility: 21-179 

Turns in Combat: 0.7 
ao EQ 


MP: 0 

Attack: 510-345 
Defence: 238-268 
Agility: 168-265 
Turns in Combat: 1.1 


Q The Hackers 
ubowia Typhoeus Maul ' 
Tan BONUS SUH 


Um After defeating Monster j 
Aivens | caak 8 


Team Max HP x2 


The Slime Squad 


Supersize Slimey 


g Team Max HP x2 


MP: 4-34 

Attack: 26-296 
Defence: 15-296 
Agility: 13-205 
Turns in Combat: 1 


ms 





FAMILY. BIRD 


3.k.2. Sippy is a consistent attacker 
{it has no other moves) and is fairly 
skilled at dodging. tt isn't terribly 
powerful, but when placed in a 
team with the two other Drackies, 


| the three can assemble to form the 


mighty Great Dracky! 


FAMILY: ZOMBIE 


Comments: Man-at-Arms aka. 
Skeledoid is one of the best monsters 


_] in the game. tt has impressive stats 


on offense and defence, it uses a 
slashing attack that may also put its 
target to sleep, and it fits into three 


FAMILY: SUME 


Comments: One Knight Stand 
a.k.a, Slimehopper is one of the 
easiest monsters to scout. It is fairly 
useful in combat, supplementing its 
normal attacks with the Heal spell. 
While Slimehopper’s stats tend to be 
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MP; 0 

Attack: 21-270 
Defence: 51-175 
Agility: 60-242 
Turns in Combat: 0.5 


MP: 21-27 
Attack: 123-179 
Defence: 64-120 
Agility: 60-135 


Turns in Combat: 0.7 


MP: 35 

Attack: 147-219 
Defence: 126-144 
Agility: 103-122 
Turns in Combat: 1. ! 


om»: 


Comments: Uniess it’s in a team, 
this monster has only straightforward 
attacks, Alone, All Day Sucker aka. 
Slurpy’s greatest asset is its high 
agility which enables it to dodge 
many enemy attacks. 


FAMILY: SLIME 


Comments: Slimy Smiley aka. 
Smiles is one of your first three 
monsters, but it may be the weakest 
of the bunch. However, it can be 
useful later in the game when you 
have other slimes to combine it with, f 


seems like the weaker link in the 
Dynamic Duo (the two-monster 
team it shares with Orrid), However, 
Spike has the ability to cast Multiheal 
in combat, which is especially 
important considering the pair's low 





y 


SQUIGGLES 


DEATHMOVE 


TEAM BONUSES 


LOCATION 


Attack: 54-64 
Defence: 50-64 
Agility: 57-116 
Turns in Combat: 0.6 





MP: 0 
Attack: 275-308 
Defence: 255-306 


Agility: 100-110 
Turns in Combat: 07 


Northwest isle in Areas 
Accessible By Air 


MP: 0 

Attack: 63-216 
Defence: 163-210 
Agility: 134-257 
Turns in Combat: 0.9 


Team Agility +30 

The Avian Attackers 
= 

Either Northwest Isle in 
Areas Accessible By Air 
or lsotated Plateau in 
Areas Accessible By Air 


ISPECIES: KHALAMAR! KID 
FAMILY: AQUATIC 


Comments: Squiggly Squiggler 
a.k.a. Squiggles may be cute, but it’s 
one of the weakest monsters in the 
game. Since it spends approximately 
one-third of its turns doodling, 


~{ not much is left from an offensive 
standpoint. 


= Gigantes 
a.k.a. Steropes is even more 
powerful than Brontes, but you can't 
recruit it until you defeat Monster 
Arena Rank B, After that, add it to 
your team (preferably 


alongside 
Brontes) and you'll be in good shape 


FAMILY: MATERIAL 


Comments: 

Stoneman is the strongest golem on 
its own, and the final member of My 
Three Golems. When used together, 


the three golems can fuse together to 


form Mazin, a golem made of other 
golems. Needless to say, Mazin’s 


After beat 
Arena Rank 


Monster 


FAMILY BIRD 


a.k.a. Sugi is on par with Slurpy, 
but you'll need to track it down to 
complete the Dracky team or one 
way to complete The Legends team 
of monsters. 


7) tame Team Agility +30 
Pes The Legends 
Lie Big Ba 


Bang 
CONDON Wight only after 
eating Monster Arena 
B 


Attack: 180-22) 
Defence: 105-156 


Agility: 103-139 
Turns in Combat: 0.9 
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wii be) Copper 

Lume Demented Elements 
DEATHMONE Elemental Storm 
NA 


Two areas in Desert 


MP: 0 
Attack: 8-316 
Defence: 131-294 


Agility: 93-212 
Turns in Combat: 0.7 


for Es 


MP: 10-16 
Attack: 63-95 
Defence: 104-179 
Agility: 80-153 
Turns in Combat: 0.8 
Tw 
J Copper 
The Psyche Wards 
Tenses Boost 


aka. Talos's stats don’t change as 
you level up, so the sooner you 
can scout it the better. It appears 
—{ a soon as you Gear the Monster 
Arena’s Rank D and it is easy to find. 
It’s slow and can’t use any special 


Torchman has the same attacks as 
Flameman, but each of its spells is 
one level more powerful. Elemental 


| breath attacks like Flame Breath and 


Inferno are great against opponents 
with high- defence 


FAMILY: SUME 


Tori is the third and final slime. can 
finish the Slime Squad with its slime 
brethren or complete The Legends 
with Hori, Nohi, or Sugi 


The Legends 
DEATHRIOWE TET = 
EAM BONLSE A 
dclesting Monster 
Arena Rank D 


Trick Bag has dismal stats, especially 


+ considering that you can't really 


scout it early in the game. Trick Bag 
is useful for completing the Psyche 
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track down three particular monsters, 
fight them, and send them back to him. 
Unlike normal monsters, these guys are 
visible on the field and are emong the 
first of over 70 “infamous monsters” 
you'll encounter, 


After you defeat all three, Morrie hands 
over a key that allows you to enter the 
Monster Arena at any time. Here you 
can send a handpicked tear of monsters 
into combat with parties assembled 

by other monster scouts. Your starting 
team consists of the three monsters you 
defeated for Morrie. It’s also possible to 
recruit additional infamous monsters, 
provided you can earn their respect by defeating them in combat 


Victories in the arena will earn you both 
items and special abilities, courtesy of 
Morrie. The most significant is the Call 
Team ability, vhich Morrie teaches 
you after you conquer Rank E. This skill 
enables you to call your Monster Team 
to replace your normal party in battle 
for & certain number of turns! 


You can enter a battle by talking to the man in red behind one of the counters 
in the Monster Arena. The tournament is divided into eight ranks and you must 
conquer them in order, starting with the 


lowest (Rank G). There is a smail fee to 
pay to enter each rank, but the potential 
prizes for winning are worth the price 
of entry. You can challenge a previously 
defeated rank for free, but you wont 
win any prizes 


Each rank consists of three rounds. 
Your enemies’ monsters may appear 
to be ordinary monsters, but they 
have enhanced stats, making them 
formidable opponents. Also, your foes 
always begin at full health, while your 
team does not recover lost HP or MP 


between rounds 





samong the weakest in the game, so try 














During battles, your monsters fight on their own. You can't give them specific 
commands, so the strategic element lies in scouting the best monsters and 
identifying the correct mixture of attributes to fashion an all conquering team from 
your ever-expanding roster. 


As noted previously, you assemble your team from infamous monsters, which are 
the more powerful versions of normal 
monsters that you face in random 
monster encounters. Once Morne 
makes you an official monster scout, 
any infamous monster you defeat will 
ask to jotn your team after you defeat 
it, The monsters you begin with are 





to replace them quickly. 


Initially, there is space for only three monsters, so recruiting a new monster means 
releasing an old one (it returns to its original location). As you ascend the Monster 
Arena ranks, Morrie yall reward you 
with additional storage space in your 
reserves and even a second team! 

You can only enter one team of three 
monsters in each fight, but you can 
swap between teams and your bench 
before you register 


A few tips for catching monsters 


of > When you see an infamous monster, try to attack It trom 
behind. This may enable you to strike first. 
Some monsters only appear at aight, while others oaly 
of > oppear during the day. 1! on area seems suspiciously 
empty, try waiting until the next time change to see if a 
monster appears. 
Certain monsters appear only after you've conquered 
o§> certain ranks in the Monster Arena. Ranks F, D, and B 
are the significant milestones. 


Most infamous monsters appear in only one location, but 
f> some may have up to five possible appearance points! 

They ere only in one spot at any given time, so these 

monsters can be tricky to track down. 

A few super-secret infamous monsters do not appear 

antil after the game is completed, or other criteria are 

fulfilled later in the game. 
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Famous Monsters] Grow 


How 


f 
— 


Infamous monsters distinguish themselves from their normal monster counterparts 
in many ways. They have names ahd higher stats and while they don’t level 

up, they gain strength as your normal party gains strength. Note that not every 
monster stat is affected, and the amount by which they're affected can vary 
drastically. Some grow significantly as your party does (like Hackzilla), while others 
are as good as they'll ever be on the day you recruit them (like Talos). Note that 
infamous monsters grow whether they're in the wild or on your team; recruiting 
them early doesn’t make a difference in their ultimate stats. 


Attack 
Defence 


Agility 





Mero Level 20 





When you combine monsters of the same type, or ones that have something 
significant in common (they all wield the same weapon, for example), the team 
may gain a nickname, deathmoves, stat bonuses, or other secret traits. Your team 
will occasionally use a deathmove in combat automatically. 





Despite their name, deathmoves aren't 
always offensive in nature. For example, 
Elemental Storm (used by a party of 
three Elernentals) casts Bounce and 
insulatie on the party. if you use Call 
Team to summon a monster team 

that uses a stat-boosting or healing 
deathmove like this one, the effects will 
often carry over to your human party 
as well! 





You can certainly get through the Monster Arena with three tough monsters that 
have nothing in common with each other, but it is often easier with a themed party 
that has a powerful team ability, 


Bunny suit (armour); defence: 38; equipped by Jessica 

Rank E 

Ring of clarity (accessory); defence: 10, immunity to 

confusion; equipped by Hero, Yangus, Jessica, Angelo 
of> rank D 


Mighty armiet (accessory); attack: 15; equipped by Hero, 


Bardiche of binding (scythe); attack: 83, does extra damage 
to demons, may silence target; equipped by Yangus 


of> Ranka 


Hero spear (spear); attack: 100, recovers user's HP; 
equipped by Hero 
o$> Rank s 


Dragon robe (armour); defence: 103, reduces fire- and ice- 
type damage; equipped by Jessica, Angelo 


RANK G 


Entrance Fee: 100 gold 
Prizes: Strength ring, +3 Reserves monster slots 


(GRIMEY=THESUIMEYs a re 


ain F STRATES 43 





Prizes: Ring of clarity, Call Team ability (for Hera) 


ERICSON-THE PRISON PUSSYCATS 
WAICATA(X2) 





RANK F 


Entrance Fee: 200 gold 
Prizes: Bunny suit, unlock Compete against own team option . Defence: 80 


FISHER—THE FISHER KINGS 


MA UAMAR | Kip: (xB) 









MP: 
cee 
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RANK D RANK C 


Entrance Fee: 400 gold Entrance Fee: 500 gold 
Prizes: Mighty armlet, +3 Reserves monster slots Prizes: Saint's ashes, no prize from More 


DAREN-TEAM NIGHTMARE CORAL—THE BEACH BABES 





RANK B RANK A 


Entrance Fee: 700 gold Entrance Fee: |000 gold 
Prizes: Bardiche of binding, second Monster tea Prizes: Hero spear, unlock Rank $ 
BALDHERE-THE DRAG QUEENS ALOISE—-THE BIG BOYS 








he 


OGART—THE TOUGH NUTS 





AMAAN-—FEAR FACTOR 











Bw [te 
f 


BOTHAN-THE ROCK ‘N’ ROLLERS 


3 


nan 
t 
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You must clear all of the previous ranks to make Rank 5 appear. This rank contains 
the toughest battles yet, and victory may not be possible until you recruit some of 
the best monsters in the game. Also, boost their stats by attaining a high level for 

your characters. 








While you can build a team out of any three team monsters you like, you can earn 
stat bonuses and unlock deathmoves if the team is comprised of monsters that 
share a species, a weapon, a family, or some other trait. When this occurs, a special 
name is assigned to your team (as listed in this chapter) and you receive some 
bonuses shown. All deathmoves are automatically used in combat at your team’s 
discretion, if your team of three monsters has a special two-monster sub-group in 
it, the deathmove for the two-monster sub-group may also be used, Some effects 
extend to party members, but only when the Hero summons your team in combat 
with the Call Team ability. 








TEAM BONUSES Team Max HP +15 


‘ihe aly ak Ags eos rats aka Shed (He gan 
_ Sharps ha orev ) Abominable Ape ak. Kb Korg Corr) (haar 
Pismo Speake Sagar = Tell Potro a. Trl (Bors trl) SGipetes Conger ala. Stesopes (Giga) 
Tue Buape Runners 


a a iiaele) al Monsters that wield swords. 





lr is helen Killer Director aa. Nob (illng aching) | Bushhacker aka. Bash. (Berserker) Manrat-Arms alka. Skeledoid (Hell gladiator) 
‘Fantom of Chopera aca, Capes (Phantom fencer) Roboster Mik ks Roborg (Kiling machine) _ Prorapor 2a, Hakala (Hacsaurs) 
‘Atack Bot Wi ak. Cybot (King machine) Maras aka. Sled (Hel adit} | Hooded Hacker aka. Hoodwink (Hoodlum) 

‘King of Dunbira 2a. Dumbking(Notso macho) (One Knight Stand alka. Shmehopper am == 

Raging Rooster aka Foul Fowl (Fowlighter) «(Sime right} 

Boone Racer aa, Jockey (Shuler) 

‘Hollow Knight aa Lonely Joe (estes armour) 









DESCRIPTION | 


Team Agility +30 





Pain in the Neck a.k.a. Sippy (Dracky) 
Ab Day Sucker aka. Slurpy (Dracky) 
Shadow Conductor 3 ia. Sugi (Dracky) 


on a single 





Musdy Mohawher 4.3. Spike (Mohawhker) 


Tue Fara. Arreaction 


Fertiliser a-ha, Faumis (Silenus) 
Fenwne Fatale aa, Hazel (Witch) 
One Kaight Stand aka Slimehopper (Slime knight) 





Sewel Juggler ak.a Jewelbag (Goadybag) 
Burl of Joy ask.a Trick Bag (Bag 0’ taighs) 


Tue Lecenps 


"Ts a8 Fat Drack: All team members merge into the 
Gracky, the Great Dracky! 


and also lower its defence. 


Team Attack +15* (When third member is of 
the beast family.) 


Faunus, Hazel and Slimehopper. 


Par ea Love Typhoon: A pink whirlwind hits a group 
: of foes for 76-84 points of damage. 










“DEATHMOVE Big Bang: A massive explosion hits all foes for 
——— 175-225 points of damage. 


Slime Creator 0.4 Hor (King sime) 
Killer Director a.4.a, Nohi (Kiting machine) 
Shadow Conductor a... Sugi (Dracky) 





SSeme Designer aka Tori (Sime) 












" DEATHMOVE Riders’ Carnival: Team members focus attacks 
on a single foe, and cause double the usual 
amount of dam . 


Occult Rides a.k.a. Deadnoble (Bone baron) 
Bone Racer ak.a. Jockey (Skullrider} 
One Knight Stand ai.a, Simehappes (Slime 

ireght) 


Tue Psvcwe Warns 


Plate tiaitss i Monsters that build tension. 


re 










Al Gee aka. Big Al (King kelp) Bunce of Joy alka. Tick Bag (Bag 0 faughs) 
Fesnume Fatale ala. Haze! (Witch) ) 
Jewel huggfer aa, Jewelbag (Goodybag) 


" DEATHMOVE Dirge: Reduces the defence of all team 


members and all enemies to 0. 





Fantom of Chopere aka Capers (Phantom tencer) 
Hooded Hacker 2.k.2 Hoodwink (Hoodlum) 
Nightstalker a.k.a. Nightwing (Night emperor) 






Good as Gold: Both monsters focus attacks on 
2 single foe. You gain gold equal to half the 
damage dealt. You cannot use this move in 
the Monster Arena. 


Fight Extra Turn*(When third member is of the 
material family.) 
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Tepe Trowste 


i) Set) aile) i All three killing machines. 


nial yay Stream Killer Attack: Team members focus 
ea oats tee, oot ae ee 
of normal attacks. 








stat) aile i The two gigantes. 


DEATHMOVE Sapper : Both monsters focus attacks 
on a single foe and also lower its defence. 





tac Bot Mi aa. Cybot (ling machine) E TEAM, 
"Nile Director aka. Noli Kling machine) Gigurtes Guardsman aa Bronte (Cigantes) 





Raber ak abr ig acne) 


Vawenrine’s Day 


baie iiaile i Monsters that use puppets. 









bic) S58 Team Agility +15, Team Max HP +15° (becomes 
“Not Quite Human” with another Humanoid 
er thus a — Team Max HP +15, 






Fou Mera Power 










Magic Burst: Hev and Metaly expend all 
remaining MP to deal 330-370 points of 
damage to all enemies. 


nate) a) a Maximaster: Returns all fallen team members DEATHMOVE 
to life and heals all team members to max HP, 
then boosts defence of all team members and 
lowers defence of all enemies. 















Team Max HP x2° (When third member is of 
the slime family.) 






: ne "Peay Meal. He (Met ig ie 
Family Doctor a.k.a. Healer (Heatslime) Quick Stver ak.a. Metaly (Metal slime) 
Meca Meta. Mamacs Sume THERAPY 





po eS Team Max HP x2* (When third member is of 
the Slime family.) 


2.) 8 Team Max HP x2°(When third member is of 
the slime family.) 






Agel of Curing aka. Cure (Curesine) Quick Silver ada, Metaly (Metal stone) 
se the i an et he Famiy Doctor ai.a Healer (Hehlime) 


Tus Meta Mos Sune Tame 


speciation All metal slimes. Pateltai il Metaly and two normal slimes. 


Multi Masher: Your team expends all . 
remaining MP te attack 3 to 10 times a ng ET 
random. Each attack causes 110-130 points normal attacks. 


Team Max HP x2 












of damage. (Possible Magic Burst from any 
combination of two in the group.) 





TEAM BOSS Team Max HP x2 


Quick Silver aca. Metaly (Metal slime) Sime Designes aa Tor (Slime) 
Heay ial aka He Qing ime) Qik Sher aka Meta Mt sie loopy Groupie aa. Same Shady (sie) 
Metal Babble ata. Metabbie (Liquid metal sime) Sieny Seniley kas. Smiles (Sine) 









ty) sta 'ilile) at Metabble and Metaly. 


Magic Burst: Metabble and Metaly expend 
all remaining MP to deal 180-220 points of 
damage to all enemies. 


Team Max HP x2* (When third member is of 
the Slime family.) 


‘DEATHMOVE 






Supersize Slimey: All team members merge 
into Ultrus, the Ultra Slime! 








Squigaty Squeggler aka. Squiggies (Khalaman kid) 


Ni Cae aka Big Al (King kelp) 
Colossal Clione a.k.a, Gio {See angel) : 
Octavius Maximus 2k.a Octurion (Octavian sentry) 
Little Nipper aka Robster (Vabby) 


Cuanx ano Spanx 


“DEATHMOVE Metal Panic: The team members focus their 
attacks on a single foe, and cause 50% more 
damage than normal attacks. 





Attack Bot Mk 1 a..a Cybot (Xiling machine} 
Aulumaton Aviator aka, Mechabubo 
(Mecha-mynah) 


Killer Director aka. Nobi (Killing machine) 
Roboster Mh! aka Roborg (Kiling machine) 


Tue Avian Arrackers 





. Omniheal: Restores all team members to max 
HP and restores some HP to party members. 





Zi inger: Returns all fallen team members 
to and heals all team members to max HP. 


os Team Max HP x2 


Angel of Curing aka. Curer (Curestme) 
Family Doctor as. Healer (Heaisiene) 


Metal Babble 2k.a Metabble (Liquid meta 
sine) 





Raging Rooster alka. Foul Font (Fowifightes} Shadow Conductor ak.a. Sugi {Dracky) 
Geyphon General 2k.a. Ceyptuas (War gryphon) 

Pain in the Neck aia. Sippy (Dracky) 
Ad Day Sucker aka. Slurpy (Dracky) 


Maremaustic 


bate 114i) All team members are material type. ‘a 


Bricklayer aka. Brickman (Coles) 

Goldbeigker ak.a. Goldman (Gold golem) 

Jewel Juggler aka. Jewelbag (Goodydag! 

Holkow Knight 2a. Lonely Joe 
(Restless armaur) 





Mar-eater Chest aka. Snap Case (Cannibox) 
Stonemasan aA.a. Stoneman (Stone golem) 
Crazed Colossus aia Talos (Living statue) 
Bundle oi Joy aka. Frick Bag (Bag 0” taaghs) 
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Deserves Eusears Nor Quire Human 


PYite trait All team members are humanoid type. 





Sharpshootes a.kut. Archer (Bodiin bowyer) Hooded Hacker aia. Hoodaink (Hoodlum) 





Bustoibacher alka. Bush-W. (Berserker) Mullet Wsiet »h.a. McHsmmer (Brower) 
Fire wh. Binag t. (Frostburn) Torth aka. Torchman (Danang Bare) Puppet Pugist aka. Dolidrums Punchin’ judy ak. Moppet (Puppetees) 
abana shcopiparets ss (Puppet masies) Poisonons Sniper ala. Sagar ‘Bodkin 
. Vig of Dusnbira aka Dunbiting fletcher) 
Beg Bizzard aca. Jack Frost (Frostbumn) (Notso macho) Terror Talons ala. Seasaw (Riptide) 
Fertiliser ata. faunas (Menus) 


Shortshooter a.A.a. Fetch (Bodkin archer) 


Tue Drac Racers 









Quick Sives 2h 2. Metaiy (Metal sie) 

Goopy Groupie alta, Sie Shady (Sisne) 

One Knight Stand aka Stimehopper 
{Slime krught) 

Slimy Smiley ah.2. Sendes {Sleme) 

Sime Designer 2.2, Tori (Slime) 


Bone Racer aka. Jockey (Shullrider) BLE 
Wight Highpriest aka. Bishop (Wight priest) Old-School Drooler ah. Hork 
Old Soldiee aka Banes (Skeleton) {Walking corpse) 
Fantom of Chopera aa, Capers Headless Flatsman 2k.a. Mostar (Duliahan) 
(Phantom fences} Man-at-Arms aka Skeéedoid (Hell gladiator) 


Occult Rider a.k.a, Deadnoble (Bone baron) 





Death Tabby aia, Fat Cat (laitcat) Greater Sabnecal at.u, Spot (Great sabeecat) 
Abominable Ape ak.a. Klub Kong (Gorerilia) 
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Description 

Raises the agility of all party members. 

Stop one group of enemies from dancing for several turns. 

Damages all enemies with a small explosion. 

Enguifs all enemies in a large explosion. 

Blasts all enemies with an incredibly violent explosion. 

Forms a protective barrier that reflects the enemy's and party's spells alike. 
Raises the defence of a single party member. 

Raises the defence of all party members. 

Pierces a single enemy with razor-sharp iddes. 

Rips into a group of enemies with sharp icicles. 

Skewers all enemies with a hail of sharp iddes. 

Envelops a group of enemies in illusions. 

Reduces a group of enemies’ resistance to magical attacks. 

Steals MP from a single enemy. 

Prevents a group of enemies from using magic. 

Singes a single enemy with a small fireball. 

Burns a single enemy with a large fireball. 

Incinerates a single enemy with an enormous fireball, 

Sends a group of enemies into confusion. 

Contuses all enemies. 

Forms a barrier that protects all party members from fire- or ice-based attacks. 
Sacrifices your own fife to destroy all enemies. 

Forms a protective barrier that reduces the effectiveness of foes’ offensive spells. 
Unieashes all remaining magic power in a fearsome explosion. 


Increases the attack of a single party member. 

Reduces the defence of a single enemy. 

Reduces the defence of a group of enemies. 

Shares some of your MP with an ally. 

Singes a group of enemies with a blazing fire. 

Burns a group of enemies with a blazing wall of fire. 

Scorches a group of enemies with the blazing flames of the underworld. 
Puts a group of enemies to sleep. 

Puts a group of enemies into a deep sleep. 

Opens heaven's door to baptise a group of foes with sacred light. 

A cursed incantation that sends an enemy to the hereafter. 

A cursed incantation that sends a group of enemies to the hereafter. 

A cursed incantation that sends ail enemies to the hereafter. 
Slices through a group of enemies with a small whiriwind. 
Slices through a group of enemies with a powerful whirlwind. 
Slices through a group of enemies with a ferociously destructive whirlwind. 
Cals down Rghaning on a8 enemies. 


Descri : ion 


Sacrifice your own fife to resurrect all other party members. 


Restores at least 30 HP to a single ally. 
Restores at least 75 HP to a single ally. 
Restores all HP to a single ally. 

Restores at least 100 HP to all party members. 
Restores all HP to all party members. 

Cures a single ally of the effects of poison. 


_ Gures all party members of the effects of sleep and paralysis. 


Researects 0 falen By with 2 50% success rate 


Description 

Allows you to exit instantly from dungeons, caves, and towers. 
Generates a holy aura that causes weaker monsters to avoid your party. 
instantly reports the number of nearby treasures. 

A secret technique for disguising your presence so as to avoid monsters. 
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Description 
A skull-splitting smash that lowers an opponent's defence as it inflicts damage. 
An unpredictable attack that can slay an enemy with a single blow...if it connects. 
A focused strike capable of occasionally paralysing an enemy. 

Generates 4 vortex from your axe biade that chews into a group of enemies. 

A powerful roundhouse strike that fells an opponent in one blow if it hits. 

An ancient axe technique that works wonders on monsters of the beast family. 





Description 

Traces an X in the air as it ploughs into the enemy. 

A fullforce throw that damages all enemies equally. 

Transforms your boomerang into a firebird that incinerates your enemies. 

A fearsome attack that uses ail your strength to cause extreme damage to all foes. 
Bathes all enemies in a shower of burning light. 

Pulverises a single enemy with the force of 3 thunderbolt. 


A magical arrow capable of putting a single enemy to sleep. 

A secret bow technique that regenerates your ovm MP. 

Capable of felling an enemy instantaneously if a vital area is hit. 

A hail of blows directed randomly against one or more enemies. 

A secret technique that recovers even more MP than Cherub’s Arrow. 

An arrow attack that bathes all enemies in a destructive magical light. 

A rain of arrows that can occasionally obliterate all enemies in a single salvo. 














Description 


Reduces a single enemy's tension by one level. 

A powerful glance capable of paralysing a single enemy. 

Reduces the tension of an entire group of enemies by a degree. 

A glance so powerfully captivating that it burns all enemies in its path. 





Description 
An attack that occasionally causes the target to miss a turn. 

A special technique that steals goid coins from an enemy. 

A powerful smash that works wonders on monsters of the material family. 

A superior club attack that dominates foes and renders them unable to attack 
A powerful strike that steals an opponent's gold coins as it inflicts damage. 





Description 
Hurls rocks at a single group of enemies. 
A powerfully focused and damaging bare-fisted strike. 
A defensive ability that greatly reduces the damage inflicted by physical attacks. 
Purnmel all enemies with a chain of cartwheels and backflips. 
Generates 3 powerful vacuum-vortex that slices all enemies to ribbons. 
A vicious four-hit strike on a random enemy. 
Showers all enemies with enormous boulders. 
Aas encumies woe generating 
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Name Used B MP Cost Description 


Toxic Dagger Jessa 3 A knife-fighting technique that envenomates a single enemy. 
Assassin's Stab Jessica 8 A fearsome technique that fells an opponent instantly by attacking their vital parts. 
Toxic Sword Jessica 3 A sword-fighting technique which envenomates an enemy with each strike. 
Sudden Death Jessica 8 A fatal flash that strikes down an enemy like a bolt out of the biue. 

Mt i ij > 
Name Used 8 MP Cost Description 
Steal Sickle Yangus 0 Occasionally enables you to steal ites from those you slash. 
Wind Sickles Yangus 0 Sends a whirlwind of sickles pirovetting into the enemy. 
Grim Reaper Yangus 3 A swing of Death's scythe that can instantly kill one or more foes in a group. 
Stainless Steal Sickle Yangus 0 An improved version of the Steal Sickle attack technique. 
Grimmer Reaper Yangus 3 The aura of Death incarnate annihilates the living and obliterates the undead. 
Big Banga Yangus 30 An enormous explosion that consumes everything in its path. 





A special kiss that can temporarily prevent enemies from attacking. 


Blow Kiss Jessica 0 
Pulf-Putf Jessica 0 Charms and excites an enemy into paralysed submission. 
Hip Drop Jessica 0 Pelvic punishment! Curvaceous hips equal big damage. 
Sexy Bearn Jessica 3 Focus the power of passion into a beam that sows destruction and confusion. 
Pink Typhoon Jessica 5 A sudden typhoon that rips a group of enemies into nbbons. 
Jessica 0 


Restores at least 70 HP to all party members. 





Hero 0 - 
Thunder Thrust Hero 3 Difficult to perform, but has a high chance of doing critical damage. P 
Multithrust Hero oy A flurry of repeated thrusts that can pierce multiple enemies. i) 
Clean Sweep Hero 0 Drives back 2 group of enemies with a sweep of the spear. ‘ 
Lightning Thrust Hero 3 Lands a critical hit when it connects. vs 
Lightning Storm Hero 25 Strikes down all enemies with mighty thunderbolts. , 





A blessing from the heavens that restores a single party member's HP. 


An attack that causes heavy damage to dragons. 





0 
Flame Slash Hero, Angelo 0 Channels the power of a raging fire into the blade of your sword. 
Metal Stash Hero, Angelo 0 An attack that can damage enemies with metal bodies. J 
Falcon Slash Hero, Angelo 0 A double slicing attack, faster than a falcon on the wing. 
Miracle Slash Hero, Angelo 4 A secret sword technique that heals your own wounds each time you strike a foe. i 
| Lightning Storm Angelo 25 Srbees Cow ofl enessies with mighty Humderbots. 
Hero 20 Ale; sword technic ting down 2 group of enemies. io 
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S Gascstation 

A paralysing crack of the whip. 

A double-strike that lashes a random group of enemies. 

A secret whip technique that steals HP as it damages an enemy. 

Harness your inner passion to paralyse enemies. 

A fearsome attack that steals the HP of a group of enemies. 

A technique that transforms yo ip into a snake that attacks a group of enemies. 


Description 












TREASURE CHES: 
& INFAMOUS \ 
MONSTER 


lf you're looking 

to find all of the game’s treasure chests 
and infamous monsters, then this 
section is for you. It is recommended 
that you attempt to locate all of these 
extra goodies on your own before using 
this comprehensive resource. Refer to S. Epes 
this section only after you've exhausted Or 
all other options. 












Treasure Chest 
Map Legend 


2) Unlocked. 


















S) Requires thief’s key. 





S) Requires magic key. 






S) Requires ultimate key. 









infamous Monster Map Legend 






No Condition. qc) Only found at nighttime. 
& Only found during daytime. 
Must defeat Monster Arena Rank F. 
White bar = Copper monster coin 






Silver bar = Silver monster coin 


Stoneman Must defeat Monster Arena Rank B. Gold bar = Gold monster coin 


Must defeat Monster Arena Rank D. 
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